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LIGHT

Rosper (like an impossible peachy blue sunset) Falu (like redwood soaked with wine)

Glovus (rich like smoked gold) Wenge (as disappointing as it sounds)

Octarine (the uneasy greenish colour of a
ritualistic bog) Velveret (the infinite dark of a starless sky)

When the sun rose that day, 
      it cast strange rays of stranger hues. 

Six new colours that now touch our everyday lives; 
it is difficult to imagine they were once hidden 
for so many millennia. 

We knew our relationship to the sun 
was changing in unpredictable ways, 
but we never expected anything like this. 

The sun illuminated a new future for us, 
and we would make of it what we could...

In a New Light  is a world-building and exploration duet game that blends 
solarpunk and weird fiction influences set in the near future. It imagines a world where a 
previously hidden range of the colour spectrum has become manifest and begun altering all 
aspects of existence. These six new colours are associated with the powerful icons that 
represent them, as well as qualities, activities, and modalities of existence.

The Six Colours
Some decades ago, the sun Dawned and illuminated the world with strange, new light. 
These colours fit outside our spectrum of understanding, and articulating their precise 
hue is nigh impossible. The world now soaks in their presence as they wax and wane 
throughout the seasons. 

With these changes to our environment, we adapted and continue to adapt. Summer 
yields rich, turbulent hue that can be harnessed as energy to fuel new industries. Winter 
pastels pale in comparison, creating scarcity and greyscale mundanity. 

The new colours have an opposition, much like contrasting colours on a colour wheel. 
The colours (and their opponents) are:



Setting Creation
Both players collaboratively discuss and decide the following four steps:

Choose a region of our world.
Identify three persisting continuities about its environment and life. When 
identifying continuities, think about what is important to that region, such as  
agriculture, dance, language, stories, finance, gun ownership, the chinook wind, the 
changing of the seasons, floods, or the cold of winter. 
Interpret the hues (See below)
Create six luminaries representing the six colours of the new light (see below).

Interpret the Hues
We associate these new colours with certain meanings, as we did with other colours 
before the Dawning. For many of us, Red is anger, passion, blood, love; Blue is calm, seas, 
sadness, cold.  We make sense of our world through colour.

Discuss and write down two to three traits or symbols associated with each colour. 
Rosper may be associated with luck and aspiration, while Wenge could be associated 
with longevity, endurance, and melancholy. Find the traits that feel true to the culture of 
the region you’ve chosen.

Luminaries
Luminaries are the characters each player will portray or embody in the scenes of play. 
These characters can be:

Humans (Individuals or groups)
Flora
Fauna
Landforms or watercourses
The icons of the new light
Prominent parts of the built 
environment

Wellington is New Zealand’s capital city, and is subject to intense, 
changeable winds over the year. The City constructs various wind sculptures 
to harness its power. The Wellington wind is erratic and restless. It wants 
to sculpt itself into the rock and stone to create monuments in its own name. 
It associates with Falu, which represents indulgence and confidence.

1.
2.

3.
4.

•
•
•
•
•
•

Each Luminary should have at least 
one attribute, a trait that represents 
how they look or act, a colour of the 
new light and the traits it represents, 
and at least one desire, something 
they specifically want to achieve. 



SPRING

SUMMER

FALL

Winter

Equatorial Climate

rainy

HOT

cool

SEASONS
Each stage of play in the game represents a season, which the players develop by playing out 
two scenes between luminaries. To start, select a seasonal cycle that matches your region. 
For Example:

Temperate Climate

OR

Playing Out
A SEASON

Each season consists of two scenes before 
advancing to the next season. A season follows 
these steps of play:
  

FIRST SCENE 
1.  ChoosING  Luminaries
2.  Event Creation
3.  Playing the first scene
4.  Chronicle writing

Second SCENE 
1.  ChoosING  Luminaries
2.  Event Creation
3.  Playing the first scene
4.  Chronicle writing

Season
Advancement



Choosing Luminaries
To start, use a randomizer of your choice to decide which player will play the active luminary, 
who will express their desires in the first scene. The other player will choose a responding 
luminary who will interact with them according to how their desires align in the event. 

In the second scene, active and responding roles are reversed between players. The new active 
player chooses an active luminary, and the other player chooses a responding luminary. These 
may be the same luminaries as the players embodied in the previous scene, but their roles 
change with those of their players’.

Event Creation
Each scene is focused on an event. The event is the moment when the active luminary attempts 
to achieve its desire and engages with the responding luminary. It is the basic conceit of the 
action in the scene.

Some examples of events:
•   A birth
•   A revolution
•   A famine
•   A warm and lazy day

Playing Scenes
Scenes explore what the luminaries want, and how their action shapes and changes the region. 
They play out according to the following steps:

The active player puts forth what the active luminary wants from the scene.  
The responding player responds according to the desires of the responding 
luminary. They can accept the active luminary’s desired outcome, suggest an 
alteration or modification to the desired outcome, or veto the scene.
If a scene is vetoed, players choose new luminaries and pick a new scene. If both 
players agree on a scene, they move on to the next step.
The players embody their luminaries and play out the scene to show how the 
luminaries come together to realize the desire in the event. 

Freely play out the scene according to the game’s Principles. Conclude the scene once the 
realization of the outcome has been clearly portrayed.

1.
2.

3.

4.

•   A festival
•   A harvest
•   A blackout
•   An embrace



Season Advancement
After the chronicle has been added to with both scenes, play progresses to the next season. At 
this point the players may want to discuss any changes to the world they might want to make.  
Check each Luminary’s desire to see if it was achieved, is now impossible, or needs revising. If so, 
create a new desire for the Luminary. Feel free to use the upcoming season as inspiration for the 
new desire.

Principles
Here are some general principles for 
playing the game:

Manifest every luminary’s 
attributes, desires, and 
colours. Don’t let these details sit 
inertly on the page, use them to fuel vivid 
description in each of your scenes and think 
about how they interact with one another.

Recall all the senses. Quite 
reasonably, we usually think about light in 
visual terms, but this strange new light can 
be quite synaesthetic, engaging all of the 
senses together. Imagine the thickness of the 
long rays of sunset, or the fresh smell of the 
spring midday sun.

Let each description colour 
the others. Callbacks and 
foreshadowing are staples of good tabletop 
roleplaying, so let each luminary colour the 
others to make an experiential gestalt out of 
the scene.

Make the novel strange. 
Remember that the new light is not just 
colouring the world, but shaping it according 
to new patterns and desires. Think about 
how climate change is overturning patterns 
of life we have taken for granted in 
unexpected ways, and then make that 
experience of defamiliarization even more 
fantastical.

Speak for the non-human
Focus on the non-human luminaries, what 
they want, and how they behave. Most of our 
existing TTRPGs centre strong-willed 
individuals seeking to act upon a passive 
backdrop of the world. How do those stories 
change when backdrop becomes living 
foreground, like in Van Gogh’s The Starry 
Night?

Chronicle Writing
Once the scene concludesa, the players collaboratively write one to two sentences describing 
the season and what happened.

The Wellington Wind of Falu and the Wild Harbour of Velveret—Summer
The Wellington wind embraces the wild harbour tide to conjure mighty capped 
waves. The smell of salt and grit is strong as the Falu wind and Velveret tide 
overcome the man-made structures. They carve eerie constellations of deep Falu 
into a field of Velveret upon the coastal rock—a portent of prophecy.
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LORE
The Star Seed drifts through the cosmos, plummeting out of the ether and embeds itself deep 
beneath the soil and bedrock. The impact shatters the land. Nearly all life is extinguished in a 
100 mile radius. 

Life crept back to the area slowly. Men and their ilk were gone, fearful of this blasted land. 
Nature flourishes. An amazing and mysterious blush of fertility overcomes the area around the 
impact crater, affecting both flora and fauna.

A tree emerges from the crater. No sentient creature witnesses its early growth. A year later, the 
VHWWOHPHQWV� LQ� WKH�GLVWDQFH�QRWLFH�DQ�RGG�FORXG�RQ� WKH�KRUL]RQ��%XW� LW·V�QR�FORXG�� ,W�GRHVQ
W�
move. The odd anomaly attracts the curious and fearful alike, and they arrive to the 
ZRQGHUPHQW�RI�WKH�JUHDW�WUHH�ULVLQJ�KLJK�LQWR�WKH�VN\��,WV�EUDQFKHV�KDYH�DOUHDG\�VSUHDG�IRU�PLOHV�
out from the trunk. 

The wildlife has been transformed as well. Bizarre flora and weird creatures abound. Mutations 
appear with regularity. Plants grow in chaotic proliferation, and crops in the area return two or 
three times their expected yield.

New settlements spring up around the tree as it attracts a multitude of curious onlookers, 
scholars, and those seeking opportunities for coin. Some bore into the trunk to carve out living 
space, soon realizing the still-growing tree is slowly taking their home skyward.

,Q�D�\HDU��WKHUH�DUH�WKRXVDQGV�RI�SHRSOH�OLYLQJ�RQ��LQ��DQG�DURXQG�DURXQG�WKH�WUHH��UHDSLQJ�WKH�
EHQHILWV� RI� FURSV� WKDW� QHYHU� IDLO� DQG� DEXQGDQW� ZLOGOLIH�� %XW� WKH\� VRRQ� UHDOL]H� WKH� WUHH� LVQ·W�
finished growing.The towns around the trunk are pushed aside as the massive roots stretch out 
across the countryside. Folk watch helplessly at the slow death of their homes and holdings as, 
over days and weeks, they are slowly lifted up and broken, the roots rising like mountain ranges 
radiating out from the trunk.

Still it grows. They build into the trunk, carving a great road spiraling around it to explore and 
build among the branches. The dwarves and elves soon learn to harness some of the exotic 
properties of the tree. They learn to shape the living wood, and help build cities among its 
branches and even on the very trunk. Up above, alliances are formed as factions vie to reap the 
bounty of nature and commerce.

7KH�WUHH�UHYHDOV�VHFUHWV�ZRQGHUIXO�DQG�GHDGO\�DV�LW�ULVHV�HYHU�KLJKHU�DQG�PDWXUHV��,W�FKDQJHV�
LWV�LQKDELWDQWV�LQ�YDULRXV�ZD\V��,W�DWWUDFWV�D�PHQDJHULH�RI�EHDVWV�RI�HYHU\�NLQG�



The great canopy spreads out. The climate starts to change as the land below is cast in 
shadow. Eventually, the sun can no longer be seen from the ground at the base of the tree, as 
canopy blocks the entire sky above, blotting out the horizon. They call it Everdark. 

To see the sun from the tree one must climb, and climb, and climb, up to the roof of the canopy 
DQG�WKURXJK��,QWR�D�UHDOP�RI�FROG�ZLQG�DQG�WKLQ�DLU��ZKHUH�PDVVLYH�IO\LQJ�EHDVWV�FRPE�WKH�RSHQ�
sky above, also reaping the bounty the tree has provided.

,Q�WKH�JORRP��WKH�IXQJL�EHJLQ�WR�IORXULVK��1RFWXUQDO�VSHFLHV�WKULYH�DQG�GLXUQDO�RQHV�DGDSW���

,Q�WKH�GDUN��HYHU\WKLQJ�HYHQWXDOO\�FKDQJHV�

IMPRESSIONS
THEMES: SCALE, DARKNESS, GRAVITY

First and foremost, express the massive scale of the tree. To provide perspective, its canopy is 
WKH�VL]H�RI�7H[DV��,W·V�D�FRQWLQHQW�RQ�D�VWLFN��)RUHVWV�VSURXW�IURP�WKH�EUDQFKHV�DQG�QDWLYH�JURXQG�
SODQWV�URRW�RQ�HYHU\�VXUIDFH�ZKHUH�WKH\�FDQ�ILQG�SXUFKDVH��)RUHVWV�ZLWKLQ�IRUHVWV��+RZHYHU��LW·V�
still a tree. The feeling of great openness and elevation are inescapable.

,W·V�GDUN��,Q�D�UDGLXV�RI�PDQ\�PLOHV�RI�WKH�WUHH��LW·V�SHUPDQHQW�LQN\�QLJKW��:LWKLQ�WKH�FDQRS\�WKHUH�
is no sun, only the light of fungi and iridescent plants and animals, and the usual things, like 
lamps and candles. 

Stuff falls. Unless you are in the upper reaches, there is stuff above you always. Gravity is ever 
present, and things fall constantly. 

There are millions of souls and far more creatures living in the tree, but most of it is unexplored 
and uninhabited.



DOWN BELOW
ROOTLANDS
Below the tree is a vast dark plain teeming with life, and opportunity for adventure and peril. The 
seven great roots spread out from the trunk like mountain ranges, their knurled arms stretching 
outward for many miles and rising thousands of feet overhead. This new terrain created climatic 
zones and new ecosystems as weather patterns changed. Redirected drainage and erosion 
created deserts and wetlands where they never existed. The vast open spaces between the 
roots, and the massive roots themselves house thriving communities, including the Fungal 
College, and Darkhaven, the gateway to go up-tree. The Fungal Forest lies to the East, and to 
WKH�:HVW��RPLQRXV�%ODFN�/DNH�

EVERNIGHT
The innermost circle of the great shadow. No light penetrates here, but life abounds. The 
valleys of the Rootlands are home to thriving communities of all common folk—and some not 
so common—in the world of sunlight. Gnomes, goblins, and other former deep dwellers have 
established and thrived on the darkened surface. Outside of well-populated areas, the 
environment is strange and unpredictable.

SHADOWLANDS
The twilight world of the Shadowlands, where the dark bleeds into the light. A place of shifting 
qualities of light that trick the eye and befuddle the mind. Subtle predators roam the deep 
shadows, and gangs of brigands scour the lonely places to waylay unwary folk. Less inhabited 
than Evernight or the world of the sun beyond, it can be a wild and dangerous place for those 
traveling to and from the tree. 

DARKHAVEN
Perched at the base of the Spiral Road, Darkhaven is a rough frontier town where drunks and 
thieves rub elbows with nobles and working class stiffs. The population is always shifting, as 
families emigrate from the Shadowlands, and those with the means move up the tree. Crime is 
rampant, and justice is harsh and sometimes not fair. There is a sharp divide between the 
surface Darkhaven and the subterranean city. The surface is both slum and marketplace; 
WHQHPHQW�DQG�WDYHUQD��,Q�WKH�HDUWK��DQG�LQ�WKH�URRW��LV�ZKHUH�WKH�PRQH\�ZLQGV�XS��7KH�ZHDOWK�
in the deep levels does not move up the tree, but has been there almost since the beginning, 
and the wealthy there know how to squeeze every drop from the surface. At the deepest levels, 
the root dwarves have slowly moved onto the scene, carving large caverns for their fungal 
products for barter, and their rootling gardens. 



NOTABLE PLACES IN DARKHAVEN: 
MOTHER KUNK’S HERBARARIUM
A shop for potions, salves, greensap products, and fungal concoctions of every known variety. 
,W�IHDWXUHV�PRGHUDWH�SULFHV�DQG�PRVWO\�DFFHSWDEOH�TXDOLW\��1RERG\�NQRZV�,I�0RWKHU�.XQN�LV�D�
real person or just a fictitious front character. 

DABEN’S BAZAAR
A sprawling open air market operated by the elderly wizard Daben and his crew of trained, 
LQWHOOLJHQW��JLDQW�VSLGHUV��.QRZQ�IRU�WKH�PRVW�EL]DUUH��IULQJH�SURGXFWV�DYDLODEOH�LQ�'DUNKDYHQ��
Daben, with his arachnoid minions, maintains his own law and order within the Bazaar, 
although his methods are questionable. 

THE WOODSTONE ALLIANCE ROOT BRANCH
The smallest branch of the Alliance, they basically attempt to keep some semblance of order 
and protect free and open access to the Spiral Road.

FUNGAL FOREST
Perhaps no species benefited from the great 
shadow more than the fungi. They grow 
HYHU\ZKHUH��RIWHQ�WR�WKH�VL]H�RI�WUHHV��:LWKLQ�
the vast forests of fungi to the East, a group 
of sages discovered some had become 
enriched with arcane energy of an unknown 
QDWXUH�� ,Q� VRPH� FDVHV�� LW� DPSOLILHG� WKH�
natural properties of the flora; in other 
cases, it changed them in powerful and 
bizarre ways.

BLACK LAKE
(YHU\WKLQJ� IORZV� GRZQKLOO�� WKH\� VD\�� ,Q� WKH�
tree, it ends up in Black Lake. From 
UDLQZDWHU� WR� EHHU�� LI� LW·V� OLTXLG�� LW� ZLOO�
eventually flow into the lake. The black 
churning depths give off blinding fumes and 
vapors that can take your breath away. 
Strange currents and geysers of foulness 
erupt from its oily surface. Still, life 

IORXULVKHV�� ,QVHFWV� RI� JUHDW� VL]H� DUH� IRXQG�
there, and the broad glistening backs of 
unknown creatures sometimes break the 
surface.

THE DROSS
Between the two northernmost roots lies a 
bizarre wasteland of chaos and debris. 
Under an edict of the Alliance, refuse and 
waste from up above is directed through 
ramps and chutes off the Northern side of 
the tree, where it collects. The almost 
constant northwind beats up against the 
great roots as well, as winter storms and 
gale winds bring debris hurtling down the 
IUR]HQ�SODLQ��,Q�WKH�VSULQJ��WKH�PHOW�RII�EULQJV�
wet, sludgy flows that carry anything that 
JHWV�FDXJKW�LQ�WKHLU�SDWK��,W�DOO�SLOHV�XS�LQ�WKH�
Dross, making an inhospitable place for 
most to venture.

UNNATURAL FEATURES



THE NEST
Situated at the apex of the trunk is a massive valley that holds the largest steading in the tree, 
WKH�1HVW��:LWKLQ�WKH�VKHOWHUHG�KROORZ�ZKHUH�WKH�VHYHQ�PDMRU�EUDQFKHV�EHJLQ��WKH�FLW\�VXSSRUWV�
millions of citizens of every race and every economic strata, and its location makes it a central 
trading point for the entire tree. Huge, egg-shaped buildings dot the city of squat, squarish 
blocks; thin, spiral towers; and short, domed buildings. As with all steadings uptree, a network 
of ramps, bridges and catwalks weaves a complex web in and above the city. Order is well 
maintained by a large Alliance force and a swift-moving justice system. There are numerous 
districts within the Nest, ranging from dense population, to strictly merchant territory, to the 
ODUJH�JXDUG�WRZHUV�DQG�\DUGV�WKDW�ULQJ�WKH�RXWVLGH�RI�WKH�FLW\��:LOG�UXPRUV�DERXW�D�KRPHOHVV�
population abound, yet none are ever seen. 

While in the Nest be sure to visit:
GILDENHEW
*DWHZD\�WR�WKH�XSSHU�EUDQFKHV��DQG�KRPH�RI�WKH�:RRGVWRQH�$OOLDQFH��$�FLWDGHO�RI�VWRQH�
towers and wooden domes greets new arrivals to the Nest. Traffic coming in and out is 
FDUHIXOO\�ZDWFKHG��7KH�$OOLDQFH�GRHVQ·W� OHW� MXVW� DQ\� ULII�UDII� XS�WUHH³WKH\�KDYH�HQRXJK�
already.

THE MUNICIPLEX
The largest egg building sits in the very center of the city; this is the city operations center, 
ZKHUH�HYHU\�JRYHUQPHQW�ERG\�DQG�DFWLRQ�WDNH�SODFH��,W�LV�LPSRVVLEOH�WR�NQRZ�KRZ�PDQ\�
rooms there are in this building, as they seem to appear and disappear with regularity. The 
only person who can tell you where every office is located and what you need to know is 
Malanx, an elf who has been with the Municiplex since it was built, and who seems to have 
an otherworldly connection to it. Malanx sits at her desk in the center of the first floor, and 
directs traffic into and out of the building. 

STONECUTTER BREWERY
The Stonecutter stronghold is a massive granite fortress rising high above the nest. These 
GRXJKW\�IRONV·�SULPDU\�HQWHUSULVH�LV�WKHLU�EUHZHU\�ZKLFK�VXSSOLHV�ILQH�EHYHUDJHV�IRU�WKLUVW\�
folk throughout the tree. Massive pipes run for miles to bottling facilities and major 
establishments. 

DIGGER’S SQUONK RANCH
Squonks are the most common form of transportation up tree, and Digger has the biggest 
squonk ranch around. Digger raises some breed stock, catches and breaks wild bucks, 
and sells them all from his sprawling ranch on the city outskirts. Once per year, Digger 
holds a massive trade show where other dealers come to buy sell and trade breed stock. 
Digger usually makes out the best. 



FUNGAL ENHANCEMENTS
:KHQ�\RX�EUHDWKH�LQ�VWUDQJH�IXQJDO�VSRUHV��UROO��G��

You are violently ill for several minutes. Mark Sick until you sleep.
<RX�IDOO�DVOHHS�DQG�FDQ·W�EH�ZRNHQ�E\�DQ\�PHDQV��<RX�ZDNH�DIWHU���KRXUV��IHHOLQJ�UHIUHVKHG�
You glow with a pale green luminescence and you can see in the dark. Persistent. Curable. 
You are infused with unnatural vigor. Take +1 ongoing to DEX and STR moves until you 
sleep.  
You cough and exhale a cloud of spores. Anyone breathing it in takes 4 HP poison damage. 
You are immune to its effects. Persistent. Curable. 
,Q�D�IHZ�PLQXWHV��DQ�LWFK\�EXPS�DSSHDUV��DQG�VKRUWO\�WKHUHDIWHU��WKH�ILUVW�WLQ\�EODFN�WRDGVWRRO�
erupts from your skin. A few more appear every hour. A day after sprouting, each cap falls 
RII��3XOOLQJ�RQH�RXW�KXUWV� OLNH�PDG�DQG�FDXVHV���+3�GDPDJH��<RXU�&KDULVPD� LV���ZKLOH�
affected by this condition. Persistent. Curable. 

7DJV��Persistent means the effect lasts indefinitely. Curable means just that. 

1. 
2.
3.
4.

5.

��

A BUSTLE IN YOUR HEDGEROW
:KHQ�\RX�FRPH�WR�D�FOHDULQJ�LQ�0LGZRRG��UROO��G���WR�VHH�ZKDW�\RX�GLVFRYHU�
 
1. A village among the branches.
2. A playful squonk blocks your path. He has a 
    saddle but has lost his rider.
3. A dead-end at a broken bridge.
4. Three elves covered in black linen except for 
    their eyes. They wish to trade.
5. An Alliance checkpoint.
���$�VSLGHU�HJJ�IDUP�UXQ�E\�JREOLQV�

7. A massive dead creature fallen from above. 
    A host is feasting on its fresh remains.
8. A ladder going up into the darkness.
9. An explosion of rooks from the brush… then 
   silence.
10. A grove of giant, glowing mushrooms.
����$�KHUPLW�ZKR·V�EHHQ�ZDQGHULQJ�IRU�\HDUV�
12. An abandoned greensap mine with many 
      branching tunnels.



FACTIONS
WOODSTONE ALLIANCE
The pragmatic elves and commerce-minded dwarves formed an alliance in the early days of 
exploration. Their best arcanists and transmuters learned to harness the rare and precious 
greensap, and an empire was built. They are the de facto law and provide public works in much 
RI� WKH� SRSXODWHG� WUHH� UHJLRQV��:KLOH� WKHLU� ZRUN� EHQHILWV� HYHU\RQH� LQ� WKH� WUHH� GLUHFWO\�� WKHLU�
authoritarian tactics are not always popular. Their block and branch sigil can be seen 
everywhere. 

KESHARI
%HIRUH� WKH� WUHH� FDPH�� WKH� WULEHV� RI� WKH�.HVKDUL� UXOHG� WKH� GHVHUW� SODLQV� WR� WKH�:HVW��$� YDVW�
number of their people fled the dwindling sunlight. Others went up, and adapted to the heights. 
Master horsemen on the ground, they discovered new mounts in the huge red eagles. Despite 
WKHLU�UHSXWDWLRQ�DV�ILHUFH�ZDUULRUV��WKH�.HVKDUL�SHRSOH�DUH�JHQHUDOO\�SHDFHIXO�DQG�DUH�NQRZQ�WR�
be friendly and open.

ELVES
(OYHV�IDOO�LQWR�WKUHH�JHQHUDO�JURXSV��$OOLDQFH�HOYHV��´IUHHµ�HOYHV�DQG�WKH�HOYHV�RI�/RUDQ�$OGD��WKH�
closed city. 

Alliance elves are just that. They live within Alliance settlements and work for the Alliance.

“Free” elves�DUHQ
W�DQ\�PRUH�RU�OHVV�IUHH�WKDQ�WKHLU�IHOORZ�HOYHV��7KH\�DUH�VFDWWHUHG�DERXW�
everywhere and there are many large elven communities. They are generally social and 
mingle with the rest of tree society like everyone else. 

Elves of Loran Alda
The elves of the closed city are hardened xenophobes. Early in the darkening, they claimed 
a massive branch and walled it off. The only non-elves that are allowed to enter this realm 
are servants and laborers. Their steading is impenetrable by anything but a siege force, and 
those caught sneaking in do not fare well. They maintain a marketplace outside their 
holding, a popular stop for those seeking poisons and exotic herbifacients of all manner, and 
wooden weapons of exquisite quality. 

THE PURPLE CLAW
A collection of thieves and assassins from all walks of life. Their symbol is a twisted skink and 
they stamp it on every location they hit. Not known for any specialty, or fear of reprisal, the 
Purple Claw strikes whenever and wherever they please. They hold much respect among the 
SHRSOH�IRU�WKHLU�UROH�DV�WKH�$OOLDQFH
V�ELJJHVW�KHDGDFKH�



THE STONECUTTERS
$�FODQ�RI�GZDUYHV�FRPPLWWHG�WR�PDLQWDLQLQJ�WUDGLWLRQDO�GZDUYHQ�FXOWXUH�LQ�WKH�WUHH��:KHQ�WKH�
ascension began, these folk took their stone with them. For over a century they have been 
hauling stone up into the branches and building. 

GOBLINS
The much-maligned and sun-shy goblins thrived in the newfound darkness, establishing 
communities and making efforts to assimilate with their new neighbors above ground. Before 
long, they were part of the great community of tree dwellers and traveled up in the branches 
where their small, agile frames proved perfect for navigating through their new arboreal home. 

THE FUNGAL COLLEGE started as a confederation of sages who came to study the tree 
and the land it had changed. Those wishing to study or obtain an apprenticeship are welcome 
to apply.  Beneath the great libraries and lecture halls lie the laboratories, essence chambers, 
and mutation vats where they manipulate and twist nature with the help of greensap and rare 
fungal decoctions. 



THINGS SOMEONE DROPPED
��:KHQ�\RX�ILQG�DQ�LWHP�LQ�WKH�XQGHUEUXVK��UROO��G��

SHRAGGA-TAI
$�.HVKDUL�VSHDU�WLSSHG�ZLWK�WKH�MDZERQHV�RI�D�VKUDJJD��UD]RU�WHHWK�LQFOXGHG��
2 piercing, reach, messy.

LORAN ARROW (bundle of 3)
A bundle of wooden-headed arrows crafted by the Loran Alda elves. Removing the 
vicious, triple-barbed head causes the victim an additional 1d4+1 damage from 
bleeding. Messy.

STONECUTTER BREW 
A jug of fine dwarven beer. 
Restores 1 HP when consumed. Tasty.

ANTI-FALLING CHARM
$�FKDUP�WKDW�GHWHFWV�ZKHQ�WKH�ZHDUHU�LV�IDOOLQJ�DQG�UHQGHUV�WKHP�QHDUO\�ZHLJKWOHVV��,W�
can save you, but it can take a long time to float down.

LEAFY CLOAK
A mottled brown and green cloak woven of fibrous leaves; grants the wearer the Ranger 
move, Camouflage. 

WOODSTONE ALLIANCE MEDALLION
One of the medallions used to identify members of the Alliance; grants access to 
Alliance holdings. These are serious and valuable contraband.

1.

2.

3.

4.

5.

6.

A WORD 
OR TWO 
ON SAP



A WORD 
OR TWO 
ON SAP
Sap plays a big part in life in the tree. 
Specifically, what they call greensap, literally 
WKH� OLIHEORRG�RI� WKH� WUHH�� ,W� LV� SUHFLRXV�DQG�
deadly. To retrieve it requires boring 
thousands of feet into the heartwood. Direct 
exposure to it, even its immediate vapors, is 
GHDGO\� WR�DOPRVW�DOO� OLYLQJ�FUHDWXUHV��:KHQ�
the tree was young, the greensap was close 
to the surface and it infused the air, water, 
and earth, causing wild mutations and new 
VSHFLHV�WR�HPHUJH��7KH�:RRG6WRQH�$OOLDQFH�
is the only supplier. As yet, only they have 
the means to safely collect, handle, and 
refine it. 

,WV�GLVWDQW�FRXVLQ�LV�ILOWHUHG�WKURXJK�PLOHV�RI�
wood before it emerges close to the surface. 
They call it springwater, clearsap, or just 
�FOHDU�µ�,W�FRPHV�RXW�RI�DQ\�FXW�EHQHDWK�WKH�
EDUN�DQG� LQWR�JUHHQ�ZRRG�� ,W�FDQ�VXVWDLQ�D�
FUHDWXUH�SHUVRQ�IRU�D�IHZ�GD\V�LI�WKH\�FDQ·W�
find food or water, but it can be very difficult 
on organs. Prolonged consumption can 
have unpleasant side effects.



T TP

C I
ROOK

Small, Flying, Intelligent  
Peck (1 damage)
1 HP // 0 Armor

Special Qualities:�,QWHOOLJHQFH��OLPLWHG�
speech
The friendly and gregarious rooks are 
everywhere. They inhabit virtually every 
region from the ground to the uppermost 
branches. They are commonly kept as 
pets, and create close bonds with almost 
any creature they take a fancy to. Instinct: 
Be curious
 • Gather in flocks
 • Collect pretty things
 • Bond with someone 
 Animal Companion
Rooks make excellent companions. They 
KDYH� WKH� IROORZLQJ� FRPSDQLRQ� VWDWV��
Ferocity+1 Instinct+2 Cunning+2

SQUONK
Large, Social, Chaotic

Bite (1d8 damage, forceful)
16 HP // 3 Armor (thick fur and hide)

Special Qualities: Agile, easily distracted
The cow-sized squonk is the result of the 
advanced evolution of common red 
squirrels. 

In addition to their size, squonks have 
developed prehensile tails that only 
increase their amazing agility and speed in 
the branches. Weighing in at up to 600 lbs, 
a scampering squonk has been known to 
unwittingly cause incredible devastation in 
settlements. They are heavily 
domesticated and popular mounts, though 
they can be unreliable. Instinct: Forage 
and play
 • Carry someone
 • Scamper though the branches
 • Act unpredictably
 

HOUGHAKU
Small, Shy, Herd

Kick (1 damage, piercing)
3 HP // 0 Armor

One of the most common creatures in the 
tree and below. This miniature black deer 
has adapted hook-like front hooves that let 
it run on near vertical surfaces. They move 
in herds on every level of the tree and 
rootlands, sometimes in the thousands and 
are a major food source. Instincts: Forage 
and flee
 • Gather in numbers
 • Graze
 • Run away

D E N I Z E N S 
FAIR AND FOUL



T TP

IIROOT DWARVES
Intelligent, Organized

Weapon (1d8 damage, poison)
8 HP // 2 Armor 

Deep beneath the earth, a community of 
subterranean dwarves lived unknown and 
undisturbed. But the roots of the tree 
invaded their cavernous homes, and the 
deep dwarves were themselves changed 
by the tree. Now part dwarf, part fungus, 
the root dwarves come to the surface, and 
to the subterranean steadings of the tree, 
to trade, or to pillage. They have lost the art 
of metalwork and forging, and instead grow 
fungus for alchemical purposes. Instinct: 
Delve and dig
 • Protect the homeland
 • Trade for metalwork
 • Sprout

BOREMITE
Huge

Bite (1d10 damage, forceful)
16 HP // 1 Armor (rubbery hide)

Special qualities: Mindless
Once common termites, through magic and 
the power of greensap the Alliance mutated 
them into massive wood boring herd 
EHDVWV��7KH\�IHHG�RQ�WKH�WUHH·V�JUHHQ�RXWHU�
flesh and are used to carve and cut the tree 
to suit their needs. They excrete pure wood 
pulp mixed with digestive mucus that 
hardens into a stonelike consistency. 
Boremite feces is the foundation for much 
of the construction in the tree. Instinct: To 
burrow
 • Trample

RED EAGLE
Huge, Social, Intelligent

Talons (b[2d8]+1 damage, 1 piercing)
10 HP // 1 Armor

Special qualities: Empathy
The red eagles stand 7 feet tall and can 
easily carry a mounted rider. They are 
highly intelligent and have excellent 
darkvision.  These great birds were one of 
the first species to settle in the tree. The 
Keshari bonded with them and the two 
have coexisted ever since. The 
combination of rider and mount makes 
them the deadliest of foes among the 
branches. Instinct: To swoop and soar
 • Attack from above            
 • Carry a rider into battle

SHRAGGA
Fast, Aggressive

Rending jaws (1d10 damage, 2 piercing)
8 HP // 1 Armor (leathery hide)

Special qualities: Mindless
One of the most feared creatures in the 
canopy. Some say it evolved from a bird, 
some say from an insect. A beaklike jaw full 
of razors on six segmented legs and a thin 
flexible body. It doesn't necessarily try to kill 
you, it just starts eating you while you fight 
it. Generally solitary but they will group-up 
to hunt. Its legs hinge almost 360 degrees, 
allowing it to move in any direction through 
the foliage as smoothly as a fish in water. 
The Fungal College has offered a bounty of 
5000 coin for a live specimen. Instinct: 
Feed
 • Attack with speed
 • Overwhelm prey

FOUL
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Summary
This is a live action online game, a laog.!
0(6/! -! 1-&57! 8.(! 51-#%9! 2*1'*%! -*9! :-;%/! ./%! 2<! ='9%2! >2*<%&%*>%!
(%>,*212+#?!@,%!A'*%!B.%%*!C1%>('2*!'/!-! 1-&5!8#!D'1='-!E>,1-/(!-*9!
"FG&*!".(H%*?!0(6/!-!/,2&(!>,-:8%&!1-&5!-82.(!-!I'*%!J.%%*!>2:5%('('2*!
'*! I,'>,! (,%! 51-#%&/! 51-#! 5&2:'/'*+! >-*9'9-(%/! -*9! (,%! F.&#! 2<! (,'/!
(&-9'('2*-1! $%&:-*! &.&-1! %=%*(?! A,2! I'11! 8%! (,%! *%K(! I'*%! J.%%*!
&%5&%/%*('*+! (,%! &%+'2*! <2&! (,%! *%K(! #%-&! -(! *-('2*-1! <-'&/L! M2I!I'11! (,'/!
#%-&6/!>2:5%('('2*!>,-*+%!(,%!='11-+%!<2&!(,%!8%((%&N2&!(,%!I2&/%L!O2.!>-*!<'*9!
(,%!$%&:-*!59<!2<!(,%!+-:%!I'(,!:-*#!2(,%&!-:-H'*+!1-&5/!'*!$%&:-*!-*9!C*+1'/,!2*!III?:'*'1-&5?9%?

As a metatechique, the larp uses 
singing: -! 9&'*;'*+! /2*+! >-*! 8%! 8&2.+,(! '*(2!
-*#!/>%*%!-(!-*#!(':%!(2!='21%*(1#!8&%-;!(,%!:229?!

Players are also supposed to 
drink wine! P2&! I-(%&7! '<! #2.! 5&%<%&Q! I,'1%!
51-#'*+?!

The song, Ein Prosit, can be 
found here: ,((5/RSS#2.(.?8%S8O5TT,"+HCI!

Genre: 
U2*(%:52&-&#!9&-:-

Number of Players:
VWX7!9%/'+*%9!<2&!Y

Emotional Impact:
42(%*('-11#!,'+,

What You Need:
Z! 82((1%! 2<! I'*! -*9! +1-//! 5%&! 51-#%&7! -!
51-#-81%!&%>2&9'*+!2<!C'*!4&2/'(



Introduction
Digital Black Box and laogs
@,'/!'/!(,%!9'+'(-1!81->;!82K!=%&/'2*!2<!(,'/!1-&5?!@,-(!:%-*/!I%!51-#!'(!I'(,!/%=%&-1!1-2+!P1'=%!->('2*!
2*1'*%! +-:%Q! %1%:%*(/! 8.(! 92*6(! -//.:%! (2! 8%! /%5-&-(%9! (,&2.+,! ='9%2! >2*<%&%*>%! (%>,*212+#! '*!
>,-&->(%&7! -/! '*! 2(,%&! 1-2+/?! 0<! #2.! I-*(! (2! 1%-&*! :2&%! -82.(! 1-2+/7! &%-9! (,%! 1-2+! :-*'<%/(2R!
7&&89:;;&$1<=>(?*,4;(',%4'1$@09&,?!

A%!I'11!<&-:%!/>%*%/7!8.(!-/!/22*!-/!I%!-&%!'*!(,%!/>%*%7!I%!-&%![\\]!'*!>,-&->(%&?!@,%&%!I'11!8%!:%(-!
(%>,*'J.%/! ,%15'*+! ./! >&%-(%! 2.&! /(2&#! -*9! I%! I'11! :-;%! ./%! 2<! -! +&2.5! >,-(! <2&! 2.(W2<W>,-&->(%&!
9'/>.//'2*/!I,'1%!'*!-!/>%*%?!D-<%(#!(%>,*'J.%/!-&%!-=-'1-81%!-*9!I'11!8%!'*(&29.>%9!-(!(,%!8%+'**'*+!2<!
(,%!+-:%?!

"%'*+![\\]!'*!>,-&->(%&!:%-*/!#2.!>-*6(!9%/>&'8%!I,-(!#2.&!>,-&->(%&! '/!92'*+!-/! '*!2(,%&! (-81%(25!
&21%51-#'*+!+-:%/?!@,%!81->;!82K!<2&:-(!<2&>%/!./!(2!(,'*;!'*!(%&:/!2<!9'-12+.%7!:2*212+.%7!-*9!./'*+!
2.&! =2'>%! -*9! +%/(.&%/! (2! (,%! <.11%/(! %K(%*(?! C/(-81'/,! <->(/! '*! (,%!I2&19! -&2.*9! #2.! 8#! 1%(('*+! #2.&!
>,-&->(%&!&%<%&!(2!'(R!^E,!*27!T';'!,-/!-&&'=%9N-*9!/,%6/!I%-&'*+!(,%!/-:%!9&%//!-/!:%_`!!A,%*!#2.&!
>-:%&-!'/!2*7!#2.!-&%!'*!>,-&->(%&?!

Tone!
@,%! (2*%! I%! -&%! -':'*+! <2&! '/! /%&'2./! -*9! 9&-:-('>?! @,%&%! >2.19! 8%! 1-&+%&W(,-*W1'<%! -*9! >2:%9'>!
%1%:%*(/7!8.(! (,%! (&-+%9#!2<! (,%!%=%*(/!.*<219'*+!I'11!-1I-#/!9&-I! (,%! (2*%!8->;! (2! (,%! <->(! (,-(! (,%!
(&-9'('2*!8%'*+!>%1%8&-(%9!'/!9#'*+7!-*9!(,%!I'*%W+&2I'*+!&%+'2*/!-*9!(,%'&!5&'9%!-&%!/12I1#!9%>-#'*+?!A%!
51-#!(,'/!+-:%!I'(,!<.11!&%/5%>(!(2I-&9/!(,%!5%251%!-*9!(&-9'('2*/!'*!&%-1!1'<%!I,2!,-=%!'*/5'&%9!(,%!/(2&#7!
-*9!I%!I'11!-1/2!5-#!&%/5%>(!(2!2.&!>,-&->(%&/!8#!52&(&-#'*+!(,%:!,2*%/(1#!-*9!I'(,!-*!25%*!:'*9?!



Welcome to Himbeldorf
@,%! P<'>('('2./Q! (2I*! 2<! M':8%192&<! '/! >%1%8&-('*+! '(/! -**.-1! I'*%! J.%%*! %1%>('2*?!@,&%%! 5&2:'/'*+!
>-*9'9-(%/!I'11!8%!>,-11%*+%9!'*!-!/%&'%/!2<!(-/;/!8#!2.&!F.&#!(2!(%/(!(,%:!2*!(,%'&!>-5-8'1'(#!(2!8%!-*!
'*(%&*-('2*-1!&%5&%/%*(-('=%!2<!M':8%192&<!-*9!'(/!,'+,!J.-1'(#!I'*%?!

Among the jury we’ll have:!
Andrea(s) Bickelberg,!(,%!:2/(!/.>>%//<.1!8./'*%//!5%&/2*!2<!(,%!&%+'2*!-*9!J.'(%!-!
>,-&:?!

Z/!:29%&-(2&!<2&!(,%!/,2I!I%!-&%!1.>;#!(2!,-=%!Anton(ia) Daubern,!<&2:!(,%!a-.8%&*!
$.(7!(,%!:2/(!5&21'<'>!I'*%&#!2<!(,%!I,21%!&%+'2*?!

E.&!>-*9'9-(%/!(,'/!#%-&!I'11!/22*!(%11!./!:2&%!-82.(!(,%:/%1=%/?!".(!<2&!*2I7!1%(6/!I%1>2:%!
Emil(y), Jona and Frank(a)!

Z*#!&21%!>-*!8%!'*(%&5&%(%9!-/!-*#!+%*9%&?!@,%!('(1%!bI'*%!J.%%*`!92%/*6(!*%>%//-&'1#!/5%>'<#!-!+%*9%&?!
41-#%&/!>-*!9%>'9%!(,%#!5&%<%&! (,%!('(1%!bI'*%!5&'*>%`!2&!/':'1-&N-+-'*7!*2!:-((%&!I,'>,!+%*9%&!#2.!
51-#?!0<!#2.!I2.19!1';%!(2!<2112I!/2:%!+.'9-*>%!2*!+%*9%&!-//'+*:%*(!2<!(,%!>,-&->(%&/7!0!&%>2::%*9R!
Z*9&%-/!P:Q7!Z*(2*'-!PIQ7!C:'1#!PIQ7!c2*-!PIQ7!d&-*;-!PIQ?!

More general information about wine queens
0<!#2.!-&%! '*(%&%/(%9! '*!&%-1! 1'<%!I'*%!J.%%*/!-*9! (,%'&!%1%>('2*!5&2>%//! P(,2.+,!:2&%!<2>./%9!2*! (,%!
,'+,%&!('%&7!*-('2*-1!1%=%1!5&2>%//Q7!51%-/%!/%%!(,%!&%/2.&>%/!8%12IR!
7&&89:;;01?A$+$80B$'?,>%;A$+$;30>4'1CD$10CE=001"
!"#$%&'()*&+",*&-.**,&/0#%#("%1"7&&89:;;<,=&=?F0;BG.<H!7%IJK"
2)*3%"0,&04&%5*&+",*&-.**,&04&6()(%",(1"7&&89:;;<,=&=?F0;<LMN*8>KO#9"

•

•

•

Safety & Subject Matter
We play with the X-card or a similar safety technique. 
0*! (%&:/!2<!52(%*('-11#!>,-11%*+'*+!/.8F%>(!:-((%&7! (,%! <2112I'*+!52'*(/! /,2.19!8%!9'/>.//%9!I'(,! (,%!
+&2.5?!Z/!(,%!<->'1'(-(2&7!9'/>.//!8%<2&%!(,%!/%//'2*!2&7!-(!(,%!1-(%/(7!(,%!8%+'**'*+!2<!(,%!/%//'2*7!,2I!(,%!
+&2.5!I-*(/!(2!,-*91%!(,%!<2112I'*+!(25'>/?!0(!I2.19!8%!8%/(!'<!<%%98->;!'/!52//'81%!82(,!-*2*#:2./1#!-/!
I%11!-/!(,&2.+,!-!+&2.5!9'/>.//'2*7!-/!5%251%!5&%<%&!9'<<%&%*(!I-#/!(2!>2::.*'>-(%!'//.%/!<2&!=-&'2./!
&%-/2*/?!



Subject Matter
@,'/!+-:%!>-*!8%!-82.(!-1>2,21'/:!-*9!'(/!9'&%!>2*/%J.%*>%/?!0(!'/!52//'81%7!(,2.+,7!(2!-=2'9!(,%!
(25'>?!
@,%! +-:%! -112I/! <2&! ->(.-1! 9&'*;'*+! 8#! 51-#%&/! -/! -!:%(-W(%>,*'J.%! P/%%! 8%12I! <2&! 9%(-'1/Q?!
M2I%=%&7!(,%!+-:%!92%/*6(!8&%-;!I,%*!(,'/!:%(-W(%>,*'J.%!'/!1%<(!2.(?
@,%!+-:%!>-*!>2*(-'*!/,2.('*+!-*9!P5-//'=%W-++&%//'=%Q!51-#%&!=%&/./!51-#%&!8%,-='2.&?!Z/!-!
1-2+7!(,%!'*(%*/'(#!:'+,(!8%!/1'+,(1#!,'+,%&!(,-*!'*!-!(-81%(25!)4$!'*!I,'>,7!<2&!%K-:51%7!9'>%!
&211'*+!25%*/!2552&(.*'('%/!<2&!5&%//.&%!&%1'%<?!
@,%! +-:%! >-*! 8%! -82.(! <-:'1#! 9&-:-7! I,'>,! >2.19! '*>1.9%! 92:%/('>! ='21%*>%7! -8./'=%!
&%1-('2*/,'5/!I'(,'*! <-:'1'%/7!-*9!:%*(-1! '11*%//?!e2*%!2<! (,'/! '/!*%>%//-&#! (2!:-;%! (,%!+-:%!
I2&;?!f/%!(,%!gW>-&9!-/!*%%9%9?

How to anonymously raise your voice online
E*%!I-#!(2!92!(,'/!-/!-!<->'1'(-(2&!'/!(2!>&%-(%!-!>,((@,><,=>?8'>&<!='&(.-1!+-:'*+!(-81%?!0*!(,'/!2*1'*%!(2217!
I&'((%*!8#!D,-*%!h'%81'*+!<&2:!@,%!$-.*(1%(7!'(!'/!52//'81%!(2!>&%-(%!-*2*#:2./!525W.5!I'*92I/?!@,-(!
I-#7!#2.!>-*!+-(,%&!/.8F%>(!:-((%&!(2!8%!%K>1.9%9!8%<2&%!(,%!+-:%!2&!5-&('>'5-*(/!>-*!&-'/%!>2*>%&*/!
-*2*#:2./1#?!A,'1%!'*!(,%!+-:%7!(,%!525W.5!I'*92I/!-&%!-!5%&<%>(!I-#!(2!&-'/%!(,%!='&(.-1!gW>-&9!'<!#2.!
92*6(!<%%1!>2:<2&(-81%!92'*+!/2!'*!5%&/2*?!@,%!I'*92I!./.-11#!-55%-&/!'*!<&2*(!2<!%=%&#(,'*+!%1/%!2*!
%=%&#!51-#%&6/!/>&%%*?!Z/;!#2.&!51-#%&/!*2(!(2!>12/%!(,%!&211<2&#2.&?5-&(#!8&2I/%&!(-8!'*!(,%!>-/%!#2.!51-*!
(2!./%!(,'/!<%-(.&%?!

i

i

i

i

Responsibilities
d2&!(,'/!+-:%7!I%!I2.19!1';%!(2!/,-&%!>%&(-'*!&21%/!-*9!9.('%/!./.-11#!-//2>'-(%9!I'(,!(,%!<->'1'(-(2&!2<!(,%!
+-:%?!"#!9%<-.1(7!-11!&21%/!-&%!'*!(,%!,-*9/!2<!(,%!5%&/2*!I,2!8&2.+,(!(,%!+-:%!(2!(,%!+&2.5?!

Facilitator,!-/;!(,%!(-81%!'<!/2:%829#!I2.19!/.552&(!#2.!8#!(-;'*+!2=%&!2*%!2&!:2&%!2<!(,%!
&21%/!-*9!9.('%/?!T%%5!I,'>,%=%&!&21%!2&!9.(#!#2.!5&%<%&?

Responsibilities 7'.)%"/)*&#0)*$&/0$$"8)*9&8.%&8*%%*#&:"$%#"8.%*:;

!"#$%&'&#(%)! A%1>2:'*+! -*9! '*(&29.>('2*7! >,-&->(%&! -//'+*:%*(!
:29%&-(2&7!2=%&='%I!2<!(,%!+-:%

*#+$)!D%(('*+!-!(':%&j!&%:'*9'*+!'*!>,-(!I,%*!(':%!'/!+%(('*+!/,2&(

Player
Facilitator
Any Player

*$,-./$01)!M%15!9%/;!<2&!(%>,*'>-1!9'<<'>.1('%/j!8%!-=-'1-81%!'*!>,-(7!%:-'1

230$4)!M%15!9%/;!<2&!&.1%/!>1-&'<'>-('2*/j!8%!-=-'1-81%!'*!>,-(

5$6"#$7)!329%&-(2&!<2&!(,%!9%8&'%<j!-!5&2>%9.&%!'/!5&2='9%9

!%0#%$.5(,4)!T%%5!2*1'*%!92>/!k!(221/!.5W(2W9-(%!-*9!>1%-*j!I&'(%!92I*!
(,%!51-**%9!/>%*%/

Any Player
Any Player
Any Player
Any Player



Meta-techniques & Workshop
A%!,-=%!-!>2.51%!2<!:%(-W(%>,*'J.%/!'*!51-#?!3%(-W(%>,*'J.%/!-&%!%1%:%*(/!(,-(!25%&-(%!-(!-!51-#%&W1%=%1!
'*/(%-9!2<!-!>,-&->(%&W1%=%1??!

D2:%!I%!I'11!5&->('>%!(2+%(,%&!8%<2&%!51-#?!E(,%&/!I%!*%%9!(2!9%>'9%!(2+%(,%&!'<!-*9!,2I!(2!./%!(,%:?!

Drinking
4-&(! 2<! (,'/! +-:%! '/! -82.(! I'*%! -*9! 9&'*;'*+!
I'*%?!A'*%!'/!5-&(!2<!(,%!>.1(.&-1!,%&'(-+%!2<!(,%!
&%+'2*! 2<! M':8%192&<?! A'*%! -*9! (,%!
>2*/.:5('2*! 2<! -1>2,21! -&%! -1/2! 5-&(! 2<! (,%!
>.&&%*(!5&281%:/!'*!M':8%192&<?!@2!&%/5%>(!(,%/%!
(I2! ':52&(-*(! -/5%>(/7! I%! I-*(! (2! &%5&%/%*(!
I'*%!9&'*;'*+!'*!(,%!+-:%?!A%!92!/2!8#!,-='*+!-!
82((1%! 2<!I'*%! -*9! -!I'*%! +1-//! *%K(! (2! ./?!Z/!
2<(%*!-/!52//'81%7!I%!I'11!(2-/(!(2!%->,!2(,%&!8#!
='/'81#!8&'*+'*+!(,%!+1-//!>12/%!(2!(,%!>-:%&-!-*9!
>,%%&'*+! ^4&2/(_^! 2&! ^l.:!A2,1_`! )%<'11! #2.&!
+1-//!I'(,!#2.&!:'>&25,2*%!2*7!-*9!92!/2!>12/%!
(2!(,%!:'>&25,2*%N%=%*!I,%*!#2.!-&%!*2(!'*!-!
/>%*%?! @,'/! I'11! +'=%! #2.&! <%112I! 51-#%&/!
->2./('>!<%%98->;!%=%*!I,%*!#2.&!>-:%&-!'/!2<<?!

Z/!-!+&2.57!#2.!*%%9! (2!9%>'9%! (2!I,-(! %K(%*(!
#2.!:-;%!(,'/!:%(-W(%>,*'J.%!^&%-1?`!

0<!/2:%2*%!'/!.*>2:<2&(-81%!I'(,!+'='*+!(,%!
9&'*;'*+!2<!-1>2,21!/.>,!-!/5->%!'*!(,%!+-:%7!
/;'5!(,'/!:%(-W(%>,*'J.%?!
0<! /2:%2*%! '/! .*>2:<2&(-81%! I'(,! 2(,%&/!
9&'*;'*+! -1>2,21! '*! -! +-:%7! %=%&#2*%! ./%!
I-(%&!'*/(%-9?!
0<! #2.! -&%! .*>2:<2&(-81%! I'(,! 9&'*;'*+!
-1>2,217!&%51->%!#2.&!I'*%!I'(,!I-(%&?!

0(6/!%=%&#829#6/!&%/52*/'8'1'(#! (2!8%!-!+229!
+-:%&!.*('1!(,%!%*9!2<!(,%!+-:%?!a2*6(!9&'*;!
/2! :.>,! (,-(! #2.! >-*6(! +.-&-*(%%! 8%'*+! -!
+229! +-:%&?! Z! +-:%&! '*! (,'/! >2*(%K(! '/!
/2:%2*%!I,2! '/! <.11#! 5&%/%*(! <2&! %=%&#2*%!
%1/%!-*9!8&'*+/!(,%'&!8%/(!51-#!(2!(,%!+-:%?!

0<!#2.!,-=%*6(!92*%!/2!#%(7!*2I!'/!-!+229!(':%!(2!
>211%>(!25'*'2*/!2*!(,'/!(25'>?!$'=%!(,%!25('2*!(2!
2<<%&! 25'*'2*/! -*2*#:2./1#j! 5%251%!:-#! ,-=%!
&%-/2*/! I,#! (,%#! 92*6(! I-*(! (2! 9'/>.//! (,%'&!
>2:<2&(! 1%=%1! I'(,! -1>2,21'/:! 5.81'>1#?! D%%!
D-<%(#!-*9!D.8F%>(!3-((%&?!

Practicing Prost
4&->('>%!8#!(2-/('*+!%->,!2(,%&!-*9!1%-&*'*+!,2I!
(2!5&25%&1#!/-#!̂ 4&2/(^!P5&22/(!I'(,!-!)-::/(%'*!
)Q!-*9!^l.:!A2,1!^!P(/22:!I-.1Q?!



Ein Prosit
Z*#!51-#%&!>-*7!-(!-*#!(':%7!/(-&(!(,%!C'*!4&2/'(!
/2*+?!@,%!8%/(!:2:%*(!(2!/(-&(!(,%!/2*+!'/!I,%*!
'(6/!%:2('2*-11#!.*/.'(-81%!<2&!(,%!>,-&->(%&/!-*9!
9&-:-('>-11#!.*/.'(-81%!<2&!(,%!/>%*%?!

@2!51-#!(,%!/2*+7!#2.&!='9%2!>,-(!*%%9/!-!I-#!(2!
51-#!-!O2.@.8%!='9%2!P<&2:!(,%!1'*;!1'/(%9!'*!(,%!
'*(&29.>('2*Q?!G00&?P$&?9$7!<2&!%K-:51%7!,-/!/.>,!
-!<%-(.&%?!0*!2(,%&!>-/%/7!#2.!>-*!%'(,%&!,-=%!(,%!
:5m! <'1%! 2*! #2.&! 5,2*%! (2! 51-#! '(! <&2:! #2.&!
5,2*%! 9'&%>(1#! '*(2! #2.&! :'>&25,2*%7! 2&! #2.!
51-#! '(! <&2:! #2.&! >2:5.(%&! -*9! (.&*! #2.&!
,%-95,2*%/!2<<!<2&!-!:2:%*(?!

A,%*!(,%!/2*+!'/!51-#'*+7!%=%&#2*%!'::%9'-(%1#!
F2'*/!'*7!%=%*!'<!(,%#!I%&%*6(!'*!(,%!/>%*%?!D'*+!
-12*+7!/'*+!12.97!-*9!5&%(%*9!(2!8%!-/!,-55#!-*9!
%*(,./'-/('>!-/!#2.!>-*?!U,%%&!-(!2(,%&!51-#%&/7!
+'=%!%=%&#829#!-!8'+!/:'1%!2&!1%(!-!;'//!<1#!2=%&?!
O2.!-&%!/('11!'*W>,-&->(%&7!8.(!<2&!-!:2:%*(7!2.(!
2<! (,%! >.&&%*(! /'(.-('2*?! 0(6/! -!:-+'>-1!:2:%*(!
I,'>,! 92%/*6(! &%J.'&%! -*#! %K51-*-('2*! 2&!
9'/>.//'2*?! @,%! %*9! 2<! (,%! /2*+! '/! -! 5%&<%>(!
:2:%*(! (2! (2-/(! (2! %->,! 2(,%&!I'(,! #2.&!I'*%!
+1-//?!

0<!#2.!>-*!92!/2!-(!#2.&!>2:5.(%&7!#2.!>-*!-1/2!
+2! '*(2! <.11! D>,.*;%1W:29%! P5&2*2.*>%9!
^/,22*;1^QR! (,-(! '/7! :2='*+! #2.&! .55%&! 829#!
/(&2*+1#!<&2:!1%<(!(2!&'+,(?!0*!#2.&!<-=2.&'(%!8%%&!
(%*(7!#2.!I2.19!,-=%!#2.&!-&:/! 1'*;%9! (2!#2.&!
*%'+,82.&/6!1%<(!-*9!&'+,(!I,%*!92'*+!/2?!

@,%!/>%*%!#2.!I%&%!'*!8%<2&%!(,%!/2*+!/(-&(%9!'/!
>2*/'9%&%9!2=%&!I,%*!(,%!/2*+!'/!2=%&?!C=%&#2*%!
(,%*!/I'(>,%/!2<<!(,%'&!>-:%&-!-*9!:'>&25,2*%?!

Practicing Ein Prosit
@,'/!'/!#2.&!>,-*>%!(2!/'*+!-*9!I-'=%N*2(!P#%(Q!
'*!>,-&->(%&NI'(,!#2.&!<%112I!+-:'*+!<&'%*9/?!
@2! 5&->('>%! 5&2*.*>'-('2*! <2&! *2*W$%&:-*!
/5%-;%&/7!,%&%! '/! -!O2.(.8%!=%&/'2*!I'(,! /2:%!
,%15R!7&&89:;;<,=&=?F0;B#QN'IF*DR9"
a2*6(!I2&&#!I,%*!*2(,'*+!'/!'*!/#*>!2&!#2.!/'*+!
,2&&'81#!-*9!92*6(!+%(!(,%!1#&'>/?!@,-(6/!&%-1'/('>!
9&'*;'*+!/2*+!5&2>%9.&%!-*9!(,%!-/#*>,&2*'>'(#!
'/! .*-=2'9-81%! '*! 2*1'*%! +-:'*+! P<2&! (,%! (':%!
8%'*+Q?!

Largo and Player Versus 
Player Aggression
41-#%&/!-&%!'*='(%9!'*W>,-&->(%&!(2!+2!<.11#!'*(2!
P5-//'=%WQ! -++&%//'=%! -*9! =%&8-11#! -8./'=%!
/(-*>%/!-+-'*/(!2(,%&!>,-&->(%&/?!A%!I'11!*2(!92!
/2!'<!-*#2*%!28F%>(/!(2!(,'/!+%*%&-11#?!@,%!+-:%!
I'11!*2(!8&%-;!I'(,2.(!'(?!

D'*>%! (,%! /.8F%>(!:-((%&! >-*! 8%! >12/%W(2W,2:%!
<2&!/2:%!51-#%&/7!'(!'/!':52&(-*(!<2&!./!(2!,-=%!-!
/-<%(#! (%>,*'J.%! '*! 51->%! (2! (%11! /2:%2*%! '(! '/!
8%>2:'*+!(22!:.>,!<2&!./?!Z/!I'(,!(,%!gW>-&97!
*2!%K51-*-('2*!'/!*%>%//-&#?!

0<!#2.!(,'*;!2&!<%%1!#2.!I-*(!-*2(,%&!51-#%&!(2!
&%9.>%!(,%'&!'*(%*/'(#!(2I-&9/!#2.7!5.(!(,%!5-1:/!
2<!#2.&!,-*9/!8%(I%%*!#2.!-*9!#2.&!>-:%&-!PI%!
>-11!(,'/!hZ)$EQ?!0<!<2&!/2:%!&%-/2*!#2.!92*6(!
,-=%! #2.&! >-:%&-! 2*7! #2.! >-*! (#5%! (,%! I2&9!
hZ)$E!'*!(,%!>,-(?!

hZ)$E! I2&;/! -/! -! /2<(! -*9! :2&%! /5%>'<'>!
=%&/'2*!2<!(,%!gW>-&9?!f/%!(,%!gW>-&9!'<!-!I,21%!
-&%-!2<!>2*(%*(! '*(&29.>%9!92%/*6(!<%%1!&'+,(! (2!
#2.?!f/%!hZ)$E!'<!#2.!*%%9!-!1'((1%!8&%-;!<&2:!
%:2('2*/!,'(('*+!#2.?!

A,%*! 8%'*+! -++&%//'=%7! 8%! -I-&%! (,-(! :2/(!
/I%-&! I2&9/! ,-=%! /%K'/(7! &->'/(7! -*9! 2(,%&!
+&2.5W<2>./%9! %*:'(#! '*! (,%'&! 2&'+'*?! @&#! (2!
-=2'9!(,%:?!0(!:'+,(!8%!,-&97!-*9!'(6/!2;!(2!<-'1?!
".(!(&#!(2!5&2=2;%!(,%!2(,%&!51-#%&/!2*!1%=%1/!2<!
5%&/2*-1!+.'1(7!/,-:%7!2&!-:8'('2*!'*/(%-9?!



Practicing Intensity
A%!I'11!*2I!5&->('>%!+%(('*+!-!8'(!:2&%!'*(%*/%?!
C->,!2<!./!/,2.19!./%!hZ)$E!-(!1%-/(!2*>%?!D27!
/I'(>,!#2.&!>-:%&-/!2<<!%K>%5(!<2&!(I2!51-#%&/?!
E*%!'/!5&->('>'*+!+%(('*+!-++&%//'=%!-*9!'*(%*/%7!
(,%! 2(,%&! 2*%! ./%/! hZ)$E!I,%*! -55&25&'-(%?!
@,%*!(,%!51-#%&!51-#'*+!-++&%//'=%!(-;%/!-!8&%-;!
-*9! /2:%829#! %1/%! F2'*/! (,%! hZ)$E! 51-#%&!
I'(,! (,%! hZ)$E! 51-#%&! *2I! 51-#'*+! (,%!
-++&%//'=%!5-&(?!

Video Diary
@,'/! '/! 2.&! 2*1'*%! =%&/'2*! 2<! (,%! 0**%&!
32*212+.%!(%>,*'J.%!-/!5&->('>%9!'*!/2:%!81->;!
82K!1-&5/?!@,%!->('=%!51-#%&!92'*+!-!='9%2!9'-&#!
%*(&#!,-/!(,%!/(-+%!(2!(,%:/%1=%/?!

Z11! 2(,%&! 51-#%&/! /I'(>,! (,%'&! >-:%&-! -*9!
:'>&25,2*%!2<<7!1%-='*+!(,%!/(-+%!<2&!(,%!->('=%!
51-#%&?!

@,%! ->('=%! 51-#%&! (,%*! 51-#/! (,%'&! >,-&->(%&!
&%>2&9'*+! -! ='9%2!9'-&#?!)%>2&9'*+! -! 9'-&#! >-*!
,-55%*!<2&!=-&'2./!&%-/2*/?!M%&%7!I%!I-*(!(2!/%%!
-*!'*(':-(%!-*9!5%&/2*-1!'*/'+,(!(2!(,%!%:2('2*-1!
/(-(%! 2<! (,%! >,-&->(%&?! @,'*;! -82.(! 2*%! 2&! (I2!
J.%/('2*/!#2.!I-*(! (2!%K51-'*! (2!#2.&/%1<?!@,'/!
,%15/! +'=%! /2:%! /(&.>(.&%! (2! #2.&! 9'-&#! %*(&#?!
T%%5! '(! /,2&(?! $%(! %:2('2*-1?! D,2I! ./! #2.&!
>,-&->(%&6/! (&.%! /%1<! I%! >-*6(! /%%! I,%*! #2.&!
>,-&->(%&!'/!I'(,!2(,%&/?!

@,%&%!-&%!:2&%!/>%*%/!I'(,!/5%>'<'>!'*/(&.>('2*/!
<2&! ,2I! (2! 92! (,%:?! d2&! %K-:51%7! (,%! 9-*>%!
/>%*%!,-/!-!*-(.&-1! <12I!2<!-1I-#/! (I2!51-#%&/!
(2+%(,%&!8%<2&%!2*%!2<!(,%:!'/!&%51->%9!8#!-!*%I!
51-#%&?!

Setup
The Facilitator Assigns Each Player a Character.!
O2.!>-*!(,%*!/I'(>,!>,-&->(%&/!I'(,!/2:%829#!'<!(,%#!-+&%%?!

@-;%!<'=%!:'*.(%/!(2!+%(!(2!;*2I!#2.&!>,-&->(%&?!3-;%!/2:%!*2(%/!'<!#2.!I-*(!(2!>,-*+%!/2:%(,'*+!2&!
-99! /2:%(,'*+?! d%%1! <&%%! (2! >,-*+%! (,%! &%1-('2*/,'5! (2! 2(,%&! >,-&->(%&/! -/! I%117! 8.(! ;%%5! %=%&#2*%!
.59-(%9?!@,%!&%1-('2*/,'5!:-5!8%12I!+'=%/!#2.!':52&(-*(!9%(-'1/!-82.(!%->,!>,-&->(%&?

You don’t need to introduce your characters now. This will happen in-game as part of the first Act. 





Characters
The Jury Head: Andrea(s) Bickelberg

8-'"+#%9:.$%&"$1"$%$3"

I drink too much and too much at a time. @,-(!'/!-!>2*>%&*!0!,-=%!8.(!
*2(!&'+,(!*2I?!06:!2*!/(-+%!-+-'*!-*9!(,%!I,21%!(2I*!'/!1'/(%*'*+!(2!:%?!0!,-=%!-1I-#/!8%%*!-!8./'W
*%//!5%&/2*!P&%*('*+!2.(!>2*/(&.>('2*!-*9!I'*%!5&29.>('2*!:->,'*%&#Q!I'(,!-!+229!&%5.(-('2*7!-*9!
06:!/('11!J.'(%!-!>,-&:N%/5%>'-11#!I,%*!-!8'(!9&.*;7!,%,%?!

@,'/! #%-&7! '(6/! ':52&(-*(! (2! +%(! -! +229! -*9! &%1'-81%! I'*%! J.%%*! 2*! 82-&9?! @,%! I'**%&! I'11!
->>2:5-*#!:%!2*!/%=%&-1!8./'*%//!(&'5/!(2!I'*%!>2*=%*('2*/7!-*9!/'*>%!(,'/!#%-&!:'+,(!8%!:#!1-/(!
>,-*>%!8%<2&%!8-*;&.5(>#7!-!+229!J.%%*!I'11!8%!-81%!(2!/-=%!:#!-//?!

But there is one thing I 
can’t get out of my mind:!
(,%!>,'19!2<!Z*(2*P'-Q!a-.8%&*7!C:'1P#Q7!'/!
-:2*+!(,%!>2*(%/(-*(/?"K4$(5<6"'/!F./(!1';%!
(,%'&! 5-&%*(! I-/! 8->;! '*! (,%! 9-#/7! I,%*!
Z*(2*P'-Q! -*9! 0! I%&%! (2+%(,%&?!@,%&%! -&%!
*2(!:-*#!(,'*+/!'*!(,%!I2&19!0!=-1.%!:2&%!
(,-*!2*%!*'+,(!I'(,!C:'1P#Q?!

@22! 8-9! !1&,15$'6! ,-(%/! :%! /2! :.>,?!
@,%'&! I'*%&#! I-/! -1&%-9#! +2'*+! 8-91#!
8%<2&%! (,%! ->>'9%*(7! -*9! 0! &%>2::%*9%9!
(,%#! &%*(! -! 9'<<%&%*(! :29%1! <&2:! :%!
-*#I-#7!9'9*6(!0L

K4$(5<6! '/*6(! (,%! /:-&(%/(! 5%&/2*! 2.(! (,%&%7!
.*<2&(.*-(%1#7! -*9! <-&! (22! *-n=%! (2! >2*=%&/%!
I'(,!5%251%!2.(/'9%!2<!M':8%192&<?!

S>'1+5'6!/%%:/!(2!(-;%!(,%!F28!/%&'2./1#!8.(!'/!
2*1#! /1'+,(1#! 8%((%&?! @,%#! >-*! /('11! 1%-&*7!
(,2.+,?!".(!>-*!/2:%829#!I,2!'/!*2(!<&2:!(,'/!
&%+'2*!8%!-!+229!I'*%!J.%%*L

T,1'! '/!:#! 8&2(,%&6/! >,'19! -*9! ,-/! (&-=%11%9!
J.'(%!-!8'(7!/(.9'%97!%(>?!0(!I2.19!8%!-:-H'*+!(2!
,-=%! (,%:!-/! -!I'*%! J.%%*?!".(! (,%#! ,-=%! -!
/%&'2./!9&'*;'*+!5&281%:!-*9!'(6/!*2(!>1%-&!,2I!
/%&'2./! (,%#!I2.19! (-;%! (,%! I'*%! J.%%*! F28?!
@,%#!:'+,(!%=%*!J.'(!'::%9'-(%1#!-<(%&I-&9/?!
A,-(!I2.19!'(!(-;%!(2!:2('=-(%!(,%:L

The Host: Anton(ia) Daubern
*"';#&#(%'0:.,(0;<60((;$;

The wine queen election is something my father used to hold. 
0!I-/!2*>%!(,%!I'*%!J.%%*!:#/%1<?!0!;*2I!,2I!(,'/!8./'*%//!I2&;/?!

0!/2:%(':%/!9&'*;!-!1'((1%!8'(!(22!:.>,7!-*9!0!-1/2!(-;%!-*('W9%5&%//-*(/?!e-(.&-11#7!0!I2.19!5&%<%&!
-=2'9'*+!-1>2,217!8.(!-&2.*9!(,%!>2:5%('('2*!'(6/!,-&97!'/*6(!'(L!



on is something my father used to hold. 

My winery urgently needs 
better promotion to survive,!/2!
06:!,-55#! 07! -/! -! F.&#!:%:8%&! -*9!:29%&-(2&7!
>-*! /.552&(!:#!>,'19!K4$(5<6! '*!8%>2:'*+! (,%!
*%K(!I'*%!J.%%*?!Z/!-!I'*%!J.%%*7!C:'1P#Q!>-*!
<'*-11#!:-;%!(,%:/%1<!./%<.1!<2&!(,%!<-:'1#!-*9!
8&'*+! /2:%! 8./'*%//! (2! 2.&! I'*%&#?! C:'1P#Q! '/!
9%-&! (2! :#! ,%-&(7! -*9! 0! I'11! 5&2(%>(! (,%:! *2!
:-((%&!I,-(?!M2I%=%&7!'(!/%%:/!(,%#!/2:%(':%/!
*%%9! (2! 8%! 5./,%9! -! 8'(N2&! -! 8'(! /(&2*+%&N(2!
&%->,!-*#!2<! (,%'&!+2-1/?!O%/7! /2:%!5%251%!>-11!
(,'/!=%&8-1!-8./%7!8.(!(,-(6/!F./(!,2I!2.&!<-:'1#!
<.*>('2*/?!

f*<2&(.*-(%1#7!!1B>0'596!'/!(,%!F.&#!,%-9?!C:W
8-&&-//'*+1#7!I%! 2*>%! ,-9! -! 12=%! -<<-'&?! 0(!I-/!
:-*#!#%-&/!-+27!8.(!'(!%*9%9!2*!-!=%&#!8'((%&!*2(%!
<2&!:%?!Z*9!*2I7!&%>%*(1#7!(,%'&!I'*%!:->,'*%&#!
>-./%9!-!/%&'2./!->>'9%*(!-(!:#!I'*%&#7!28='2./W
1#!Z*9&%-P/Q!;*%I!-82.(!(,%!5&281%:/!-*9!9'9*6(!
(%11!-*#829#?!0!>-*6(!&%-11#!%K51-'*!I,#7!8.(!:#!
,%-&(!/('11!/%>&%(1#!8%12*+/!(2!Z*9&%-P/Q?!!
@,%&%!-&%! (I2!>-*9'9-(%/!*%K(! (2!:#!>,'19?!

S>'1+5'6! &%:'*9/!:%! /2!:.>,! 2<!:#/%1<?!
@,%#! -&%! <.11! 2<! -:8'('2*! -*9! '*/5'&-('2*?!
@&.%7!(,%#!;*2I!*%-&1#!*2(,'*+!-82.(!I'*%!
:-;'*+?!@,%'&!:2(,%&!'/!*2(!<&2:!,%&%7!-*9!
/2:%,2I! d&-*;P-Q! -*9! (,%'&! :2(,%&! ,-9!
*%=%&!8%%*!->>%5(%9!,%&%?!0!&%-11#!I2.19!1';%!
(2!,%15!d&-*;P-Q! -*9!;%%5! (,%'&!:2('=-('2*!
.5!-1(,2.+,!0!92*6(!(,'*;!(,%#!/,2.19!I'*?!

T,1'!'/!/.>,!-!(-1%*(%9!5%&/2*?!@,%#!I2.19!
8%!-!&%-11#!+229!I'*%!J.%%*?!".(!(,%#!I'11!
*%=%&!8%?!"%>-./%!(,%#!,-=%!-1I-#/!8%%*!-!
(&-'(2&!(2!(,%!&%+'2*7!(2!(&-9'('2*/?!@,%#!122;!
92I*! 2*! ./?! 0! 92*6(! .*9%&/(-*9! I,#! (,%#!
&%(.&*%9!-(!-11?!

The Innocent Candidate: Emil(y) Daubern
=(&.>3'0#7#$;:.%'#?$

I could become the wine queen this year. 
3#!5-&%*(7!!1&,15$'6!,-/!5&2:'/%9!(2!:-;%!'(!
-/!%-/#!-/!52//'81%!<2&!:%!(2!I'*?!0!92*6(!I-*(!
(2! 8%(&-#! :#! 5-&%*(7! 8.(! ->(.-11#! *2(,'*+!
:-;%/!:%!:2&%!*%&=2./!(,-*!(,'/!I,21%!>2:W
5%('('2*?!0!I'11!+'=%!:#!8%/(!(2!I'*!'(?!A,-(%=W
%&! '(! (-;%/7! 0!92*6(!I-*(! (2!8%!-*!%:8-&&-//W
:%*(!<2&!:#!5-&%*(!-*#:2&%?!e2&!92!0!I-*(!(2!
<->%!(,%!;'*9!2<!5.*'/,:%*(!:#!5-&%*(!8&'*+/!
(2!:%!I,%*%=%&!0!<-'1!'*!(,%'&!%#%/?!

0!+%(!9&.*;!(22!%-/'1#!-*9!92!/(.5'9!(,'*+/?!
C/5%>'-11#! '*! (%*/%! /'(.-('2*/?!A,2! >2.19!
81-:%!:%L!

d2&(.*-(%1#7! !1B>0'596! '/! (,%! F.&#! ,%-9?!
@,%#! -&%! -! /.5%&! >,-&:'*+! 5%&/2*! -*9! 0!
,-=%!8%%*!-!8'+!<-*!2<!(,%:!/'*>%!:#!>,'19W
,229?!@,%#!>-*!-1I-#/!:-;%!:%!1-.+,!-*9!
>,%%&! :%! .5?! @,-(! (,%#! I'11! *2('>%! :%!
9.&'*+! (,%! >2:5%('('2*! '/! -1&%-9#! -! +229!
&%-/2*! (2! 5-&('>'5-(%?! 0(6/! :#! >,-*>%! (2!
':5&%//!(,%:?!



06:! -1/2! +&-(%<.1! (,-(! :#! 8%/(! <&'%*9!
S>'1+5'6!'/!I'(,!./?!A%!I'11!8%!-!+229!(%-:!
-*9!>-*!(-;%!>-&%!2<!%->,!2(,%&?!".(!0!>-*6(!
&%-11#! ':-+'*%! d&-*;P-Q! -/! -! I'*%! J.%%*?!
@,%#! >-*6(! &%-11#! &%5&%/%*(! (,%! &%+'2*! -*9!
I'*%&#!-/!:#!5-&%*(!-*9!0!927!/'*>%!2.&!>2*W
*%>('2*/!+2!8->;!+%*%&-('2*/?!@,-(!*%%9/!(2!
8%!:-9%!>1%-&!(2!(,%:!-(!/2:%!52'*(?

@,%*!(,%&%!'/!T,1'"-/!(,%!(,'&9!>-*9'9-(%?!c2*-!
'/!/.>,!-*!'*(%&%/('*+!5%&/2*?!@,%#!,-=%!8%%*!
-11! -&2.*9! (,%! I2&19?! @,%#! %=%*! 1'=%9! '*!
Z:%&'>-!<2&!-!#%-&?!0!&%-11#!,25%!I%!+%(!-12*+!
I%11?!0!I2.19!12=%!(2!,%-&!(,%'&!/(2&'%/?!c2*-!'/!
-!&%1-('=%!2<!Z*9&%-P/Q!-*97!,%*>%7!-1/2!<&2:!
-*!':52&(-*(!I'*%!'*9./(&#!<-:'1#?!".(!'/!c2*-!
F./(!:-;'*+!<.*!2<!./!-11L!

The Ambitious Candidate: Frank(a) Vollmann
@'"$0A.>3'0#7#$;:."$'0#4&#,:.(3&4#;$"

People in Himbeldorf still consider my mother and me as strangers.!@,2.+,!:#!<-(,%&!'/!<&2:!,%&%7!(,%!,%&'(-+%!2<!:#!:2(,%&!:-;%/!:%!^9'<<%&%*(^!<2&!
(,%!M':8%192&<%&/?!".(!(,%!(':%/!-&%!>,-*+'*+?!$229!>-*9'9-(%/!-&%!,-&9!(2!+%(?!0!I2.19!8%!-!+229!
>-*9'9-(%R!06:!&%-9#!(2!1%-&*7!0!(-;%!(,'/!/%&'2./1#?!D2!(,'/!'/!:#!>,-*>%!(2!>,-*+%!M':8%192&<7!*2(!
2*1#!<2&!:%7!8.(!-1/2!<2&!(,2/%!'*!:#!52/'('2*!(2!>2:%?!C=%&#829#!>-*!8%>2:%!-!I'*%!J.%%*?!

0!92*6(!./.-11#!9&'*;7!8.(!06:!'*(2!,-&9!9&.+/NI,'>,!:-;%!:%!92!/(.5'9!(,'*+/?!0!;*2I!0!/,2.19*6(!
>2:8'*%!(,%:7!8.(!(,-(6/!-!8'(!,-&9!(,'/!I%%;7!'/*6(!'(L!

Emil(y) is not really 
qualified.! 0(6/! F./(! /2:%(,'*+! (,%'&!
5-&%*(7! Z*(2*P'-Q7! I-*(/! <&2:! (,%:?!
C:'1P#Q! '/! :#! 8%/(! <&'%*9?! 0! 92*6(! I-*(!
(,%:!(2!+%(!,.&(!-*9!I'11!(-;%!>-&%!2<!(,%:?!
@,%/%!%=%*(/!>-*!+%(!*-/(#?!

T,1'" '/!<-/>'*-('*+?!@,%#!,-=%*6(!8%%*!'*!
(2I*!<2&!-!I,'1%?!e2I!(,%#!-&%!8->;!-*9!
I-*(! (2! 8%>2:%!I'*%! J.%%*?!A,#L!@,%#!
122;!+2297!(,%#!,-=%!:-*#!/(2&'%/!(2!(%117!
%=%*! <&2:! 9'<<%&%*(! >2.*(&'%/?! Z*9! (,%#!
/2:%(':%/!122;!-(!:%!I'(,!-!>%&(-'*!/:'1%!
0!92*6(!&%-11#!.*9%&/(-*9!#%(?!

!1&,15$'6! I'11! ->(! -/! ,2/(! -*9! 5-&(! 2<! (,%!
F.&#?!@,%#!,-=%! -1I-#/!8%%*! &-(,%&! ;'*9! (2!
:%7!-*9!0!(,'*;!(,%#6&%!%=%*!-((&->(%9!(2!:%?!
@,-(!+'=%/!:%!-!>,-*>%!(2!>2*='*>%!(,%:!(2!
/.552&(! :%! &-(,%&! (,-*! (,%'&! 2I*! >,'19?! 0!
I2.19!:-;%!/%*/%!-/!-!>,2'>%!<2&!(,%:!I,%*!
(,%#!/%%!C:'1P#Q!F./(!92%/*6(!8&'*+!'(?!!

!1B>0'596! '/! 2*%! 2<! (,2/%! 5&281%:-('>!
5%251%! '*! (2I*?! 0(6/!-!5'(#! (,%#!-&%! (,%! F.&#!
,%-9! (,'/! #%-&7! -*9! '*! >-/%! 2<! -! 9&-I! I'11!
-**2.*>%! (,%! *%K(! J.%%*?! 0! *%%9! (2! <'*9! -!
I-#!(2!/,2I!(,%:!(,-(!06:!(,%!2*1#!>-5-81%!
-*9! &%1'-81%! >-*9'9-(%7! -1(,2.+,! (,%#! ,-=%!
(&%-(%9!:%!522&1#!'*!(,%!5-/(?!



The Privileged Candidate: Jona Bickelberg
7<5"$&#0)*&0,)=&30'*$&",%0&/)(=&+"%5&4">*&0#&$"?&/)(=*#$;
!?$"<>3'0#7#$;:.'""(9'%&

I have seen the world!P/>,221!%K>,-*+%!(2!(,%!fDZ7!/(.9'%9!,-1<!-!#%-&!'*!"212+*-Q?!
CK>%//'=%!9&'*;'*+!,-/!:-9%!:%!92!,2&&'81%!(,'*+/N-*9!0!/('11!>-*6(!/(25?!0!I-/!-*!%:8-&&-//:%*(!
(2!:#!5%%&/!'*!3.*'>,!I,'1%!/(.9#'*+!8./'*%//7!/2!0!&%(.&*%9!(2!:#!,2:%!(2I*!(2!&%>2=%&!/2:%,2I!
-*9! I'*! (,'/! /(.5'9! I'*%! J.%%*! %1%>('2*! (2! 822/(! :#! /%1<W%/(%%:! -! 8'(?!Z<(%&! I'**'*+7! I,'>,!
/,2.19*6(!8%!9'<<'>.1(!I'(,!:#!%12J.%*>%!-*9!Uo7!0611!9&25!(,%!82:8!-*9!/(%5!92I*!I'(,!/2:%!,%-&(!
8&%-;'*+!%K>./%/?!

I couldn’t have imagined!,2I!
:.>,! ':5->(! (,%! -55%-&-*>%! 2<! S>'1+5'6!
I2.19! ,-=%! 2*! :%?! d&-*;P-Q! '/! -:-H'*+?! 0!
I-*(!d&-*;P-Q?!d&-*;P-Q! '/! (22!+229! <2&! (,'/!
51->%! -*9! 8%((%&! *2(! 8%>2:%! I'*%! J.%%*?!
@,%#!8%((%&!>2:%!I'(,!:%?!

Z*9!0!&%-11#!92*6(!I-*(!(,%:!(2!I2&;!I'(,!:#!
&%1-('=%! !1B>0'596N(,%#! -&%! -! 9-*+%&2./!
5%&/2*7! I'(,! (,%'&! 9&'*;'*+! 5&281%:?!
Z*9&%-P/Q! >-*! %-/'1#! 8%! >2*='*>%9! (,-(! 0!
/,2.19!I'*?!@,%'&!8./'*%//!9%5%*9/!2*!,-='*+!
-!>-5-81%!I'*%!J.%%*?!

0611! 8%-(! (,'/! 82&%7! K4$(5<6?! C:'1P#Q! '/!
(2(-11#!-**2#'*+!-*9!92%/*6(!+%(! '(?!@,%#!
/(-*9!<2&!%=%&#(,'*+!(,-(!:-;%/!(,'/!51->%!
/2! 8-9?! 0! I'11! /,2I! (,%! M':8%192&<%&/!
(,%'&! 2I*! .+1'*%//! 8#! :-;'*+! C:'1P#Q!
%:8-&&-//!(,%:/%1<?!

C=%*!(,%'&!5-&%*(7"!1&,15$'6U!,-/!-(!1%-/(!
92*%! /2:%(,'*+! '*! (,%'&! 1'<%?! 06:! -<&-'9!
Z*(2*P'-Q!'/!-<(%&!:%?!A,-(!I2.19!'(!(-;%!
(2!5./,!(,%:!2*!:#!/'9%!-*9!-+-'*/(!(,%'&!
2I*!>,'19L!3-#8%!'(!,%15/!(,-(!Z*9&%-P/Q7!
-/! (,%! F.&#! ,%-97! '/*6(! (,%! :2/(! (&./(W
I2&(,#! 5%&/2*! (2! ->>2:5-*#! (,%'&! >,'19!
<2&!(,%!I,21%!*%K(!#%-&L!

The Former Wine Queen: Cecil(ia)
7@5*,&/)(=",A&+"%5&$"?&/*0/)*9&%5*&!0#'*#&@",*&B.**,&"$&(&35(#(3%*#&0,&
%5*"#&0+,C;&

The former wine queen is part of the jury.!@,%#!-&%!,'+,1#!*-&>'//'/('>7!
9&'*;!(22!:.>,!-1>2,217!-*9!12=%!(2!>&%-(%!9&-:-!-11!-&2.*9!(,%:?!@,%#!92*6(!+'=%!-!/,'(!-82.(!-*#W
2*%6/!<%%1'*+/!2&!I,-(!,-55%*/!(2!M':8%192&<!-*9!'(/!I'*%!J.%%*!(&-9'('2*?!M2I%=%&7!(,%#!-&%!+229!
-(!,'9'*+!-11!(,-(!-*9!5&%(%*9!(2!8%!%=%&#2*%6/!8%/(!<&'%*9?



Character Relationship Map
*?D)0>*#$9&,0+&5(%*

E,0+&%5*"#&()3050)
/#08)*'$9&.,3)*F(.,%

G,,03*,%&(:0#*$9
6#">")*A*:&:"$A.$%*:

G,,03*,%&4(,9&H.#=&I*(:&(%%#(3%*:

J*$%&4#"*,:$9&+"))&,*>*#
8*%#(=

6#">")*A*:&",&)0>*9
K'8"%"0.$&3(,L%&:*,=

(%%#(3%"0,

K'8"%"0.$&/(#*,%D
:*4*,$">*&35"):

The Jury Head,
Andrea(s), 50

*,%#*/#*,*.#9&35(#'",A
A'/,R!+%(!'*(2!8%9!I'(,!0**2>%*(7
+%(!-!+229!8./'*%//!5-&(*%&!I'(,

I'*%!J.%%*

The Host,
Anton(ia), 42

%#(:"%"0,()9&30):D8)00:*:
A'/,R!&%/>.%!I'*%&#!(,&2.+,

C:'1P#Q!-/!J.%%*7!<'*9!5%->%!I'(,
Z*9&%-P/Q

The Innocent,
Emil(y), 19

,0%&-.()"4"*:9&,(">*
A'/,R!(2!:-;%!5-&%*(!5&2.97

,-&:2*#!<2&!%=%&#829#M0:*#(%0#&$**$
%5*'$*)4&",&K'8"%"0.$9
K'8"%"0.$&.$*$&35(#'

0,&M0:*#(%0#

The Privileged,
Jona, 23

0>*#D-.()"4"*:9&(##0A(,%
A'/,R!822/(!/%1<W%/(%%:!8#
8%>2:'*+!J.%%*7!<'*9!12=%

The Ambitious,
Frank(a), 20

8(#*)=&-.()"4"*:9&#*()"$%"3
A'/,R!8%>2:%!J.%%*!<2&!2I*

<.(.&%7!5&2(%>(!#2.*+!+%*%&-('2*
<&2:!219(



Scenes
The scenes in the tables that follow are expected to happen.!d%%1!
<&%%!(2!9%='-(%!<2&!#2.&!5%&/2*-1!+-:%!%K5%&'%*>%?!D;'5!/>%*%/!I,'>,!92*6(!-551#!(2!(,%!>2.&/%!2<!#2.&!+-:%!
-*#:2&%?!Z99!/>%*%/!I,%*!'(!<%%1/!-55&25&'-(%?!

When you are not in a scene, switch your camera and microphone off.!
f/%!(,%!F2'*(!>,-(!(2!>2::.*'>-(%!I'(,!2(,%&!51-#%&/!'<!*%>%//-&#?!

Be reminded that this is a digital black box game. A%!-&%![\\]!'*W>,-&->(%&!'*!
/>%*%/!-*9!,%*>%!B,1V&"B09*>$F0"$1"&7$>B"80>9,1"A7'&",=>"*7'>'*&0>9"'>0"B,$1%?!@,-(!:%-*/!/>%*%/!
/,2.19!8%!/%(!.5!(2!8%!:-'*1#!9'-12+.%!2&!:2*212+.%?!f/%!#2.&!=2'>%7!->('*+7!-*9!+%/(.&%/!-/!:.>,!-/!
#2.!>-*!(2!9%1'=%&!I,-(!#2.!/':51#!I2.19!9%/>&'8%!'*!-!@@)4$?!

Every player can call for an end of a scene!8#!%'(,%&!I&'('*+!Uf@!'*!(,%!F2'*(!>,-(!2&!
/':51#!/-#'*+!Uf@?!Z*!%=%*!8%((%&!I-#!(2!%*9!-!/>%*%!'/!/(-&('*+!(,%!C'*!4&2/'(!/2*+?!a2*6(!I-'(!<2&!-*!
-55&25&'-(%!:2:%*(?!@,%!:2/(!'*-55&25&'-(%!:2:%*(/!-&%!->(.-11#!(,%!8%/(?!

Scene planning
Between the Acts, 51-#%&/!,-=%!(%*!:'*.(%/!(2!9'/>.//!I,'>,!/>%*%/!(,%#!I2.19!1';%!(2!/%%!'*!
(,%!*%K(!Z>(?!D>%*%/!-&%!51-**%9!2.(!<2&!(,%!I,21%!->(?!"#!92'*+!/27!#2.!>-*!<1.'91#!:2=%!<&2:!2*%!/>%*%!
(2!(,%!*%K(!I'(,2.(!+%(('*+!2.(!2<!>,-&->(%&?!

0<!#2.!,-=%!(,%!Z>(!/(&.>(.&%!'*!-!/,-&%9!2*1'*%!92>.:%*(7!(,%!-82=%!'/!:.>,!%-/'%&!(2!92?!!"&048('&0"*'1"
F0"@,=1B"$1"W70"3'=1&(0&V9"H('<"!$B9"@,(B0>?"

d%%1!<&%%!(2!/:22(,1#!-9-5(!.5>2:'*+!/>%*%/!I,'1%!-!/>%*%!'/!&.**'*+?!D2:%(':%/!>,-*+%/!:'+,(!/%%:!
28='2./7!1';%!I,%*!9&-:-!,-/!'*>&%-/%9!(%*/'2*!8%(I%%*!(I2!>,-&->(%&/!I,'>,!/,2.19!8%!&%/21=%9!'*!(,%!
/-:%!Z>(?!



Between Act I and Act II
Z<(%&!(,%!1-/(!/>%*%7!+2!2.(!2<!>,-&->(%&!<2&!-!:-K':.:!2<!(%*!:'*.(%/!(2!9'/>.//!I,-(!#2.!I2.19!1';%!(2!/%%!'*!
<.(.&%!/>%*%/7!(,%!9'&%>('2*!#2.!-&%!,%-9'*+!I'(,!#2.&!>,-&->(%&/7!-*9!/2!<2&(,?!41-*!/>%*%/!->>2&9'*+1#7!2*%!5%&!
51-#%&!2*!-=%&-+%7!8.(!*2(!(22!/(&'>(1#?!@,%!>2.&/%!2<!%=%*(/!:'+,(!:-;%!#2.!>,-*+%!#2.&!:'*9?!0<!/27!-9-5(!(2!(,%!
*%I!>'&>.:/(-*>%/!I'(,2.(!'*(%&&.5('*+!51-#?!

SCENE WHAT WHO
2=>".,/0(<"X11,*01& o'9%2!a'-&#R!3#!a&%-:7!3#!$&%-(%/(!d%-& C:'1P#Q

2=>"3>0'&"!4F$&$,=9"""""""""""""""o'9%2!a'-&#R!3#!$2-17!3#!E8/(->1%/!!!!!!!!!!!!!!!!!!!!!!d&-*;P-Q

2=>"#0'>"H>$/$(0%0B""""""""""""""""o'9%2!a'-&#R!3#!41-*7!3#!a%/'&%!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!c2*-

2=>"Y,1@$B01&"Z,9&""""""""""""""""o'9%2!a'-&#R!3#!d.(.&%7!3#!4-/(!!!!!!!!!!!!!!!!!!!!!!!!!!!!!Z*(2*P'-Q

G'>*7",@"&70
Y'1B$B'&09

2=>"Y7'>4$1%"
T=><"Z0'B

I7,A
G'9&0>9

W70"I7,A"
)0%$19

Z12*%!"%,'*9!(,%!D(-+%R!d'&/(!(':%!(2+%(,%&?!Z&%!I%!
-!(%-:L!A,2!'/!(,%!8%/(L!A,#!-&%!I%!,%&%L!M2I!92!
0!5&%/%*(!:#/%1<L

o'9%2!a'-&#R!3#!h./(7!3#!e%>%//'('%/

M2/(!-*9!c.&#!M%-9!>2:%!(2+%(,%&!<2&!-!
4&%WD,2I!"&'%<'*+

C:'1P#Q7!d&-*;P-Q7!
c2*-

Z*(2*P'-Q7!
Z*9&%-P/Q

Z11

Z*9&%-P/Q

*-$.(77#,#'0.B$0,(+$).Z!"'+!M%112!(2!%=%&#829#j!
(,%!>-*9'9-(%/!&.*!'*!-*9!5&%/%*(!(,%:/%1=%/!(2!
(,%!F.&#?!

/(4&:!'(6/!#2.&!&21%!(2!/(&.>(.&%!(,%!&.*W'*!P>-11!
>-*9'9-(%/!2*!(,%!/(-+%7!%(>?Q?!c.&#!M%-97!#2.!>-*!
52/%!5%&/2*-1!2&!5&2=2>-('=%!J.%/('2*/!(2!(,%!
>-*9'9-(%/?!

I0+&+0.):&=0.&:*$3#"8*&I"'8*):0#4&(,:&"%$&
+",*&%0&(&%0%()&40#*"A,*#N

@5(%&'(E*$&(&A00:&+",*&%*$%*#N

@5(%&+0.):&=0.&+(,%&%0&(35"*>*&($&(&+",*&
-.**,N

@5(%&"$&=0.#&8"AA*$%&35())*,A*&",&8*30'",A&
%5*&-.**,N

J)",:&%*$%&$0'*&+",*&40#&'*&(,:&:*$3#"8*&"%C

ACT I: The Festivities Begin



Between Act II and Act III
@-;%!-!/,2&(!8&%-;!<&2:!51-#?!)%-9!-82.(!(,%!*%K(!Z>(?!41-*!(,%!1-/(!Z>(?!

32/(!/>%*%/!-&%!/.552/%9!(2!,-55%*!-(!(,%!<&'=212./!5-&(#!(%*(!I,%&%!(,%!I,21%!='11-+%!'/!>2:'*+!(2+%(,%&!(2!
9&'*;!-*9!>%1%8&-(%?!@,%&%!'/!-!8-*9!51-#'*+!>2=%&!/2*+/!2<!/1'+,(1#!2.(9-(%9!525!:./'>?!@,%!I'*%!J.%%*!>-*9'W
9-(%/!-*9!(,%!F.&#!,-=%!-!(-81%!.5!2*!(,%!/(-+%!-*9!-&%!/.552/%9!(2!+'=%!-!(2-/(!P4&2/(Q!2&!(I2?!

SCENE WHAT WHO
H0>980*&$/0",@"2=>"
#0'>"H>$/$(0%0B

Z!/>%*%!9%<'*%9!I'(,!c2*-!'*!(,%!<2>./ c2*-!p!g

H0>980*&$/0",@"2=>"
.,/0(<"X11,*01&

Z!/>%*%!9%<'*%9!I'(,!C:'1P#Q!'*!(,%!<2>./ C:'1P#Q!p!g

H0>980*&$/0",@"2=>"
3>0'&"!4F$&$,=9

Z!/>%*%!9%<'*%9!I'(,!d&-*;P-Q!'*!(,%!<2>./ d&-*;P-Q!p!g

H0>980*&$/0",@"2=>"
Y7'>4$1%"Z,9&

Z!/>%*%!9%<'*%9!I'(,!Z*(2*P'-Q!'*!(,%!<2>./ Z*(2*P'-Q!p!g

H0>980*&$/0",@"2=>"
I4'>&"T=><"Z0'B

Z!/>%*%!9%<'*%9!I'(,!Z*9&%-P/Q!'*!(,%!<2>./ Z*9&%-P/Q!p!g

W70"#'1*0 Z11C. 5'%,$. (7. D3"A. '%;. ,'%;#;'&$4. &-"(39-. &-$.
B-(0$.*$%&

D(-&(!I'(,!c.&#!M%-9!-*9!:29%&-(2&7!-11!2(,%&/!:'>!
2<<?!@,%#!,-=%!-!>2.51%!2<!/%*(%*>%/!(2!%K>,-*+%!
I,'1%!9-*>'*+?!@,%*!(,%!c.&#!M%-9!5'>;/!-*2(,%&!
>,-&->(%&!(2!9-*>%!I'(,?!M2/(!+2%/!2<<!:'>?!Z<(%&!
(,%! *%I! >2.51%! ,-/! 9-*>%9! -! 8'(! -*9! %K>,-*+%9!
/2:%!/%*(%*>%/7!-!*%I!9-*>'*+!5-&(*%&! '/!5'>;%9!
-*9! (,%!c.&#!M%-9!+2%/!2<<!:'>?!Z*#! (':%7!2(,%&!
51-#%&/! >-*! '*F%>(! (,%:/%1=%/! -*9! /(%-1! 9-*>'*+!
5-&(*%&/?!U2*('*.%!1';%!(,'/?

W70"H'>&<
X9"2/0>

Z11E-'"#%9.'.*'F#.2#;$.-(+$

A,2%=%&!'/!/('11!-(!(,%!5-&(#!'/!9&.*;!2&!=%&#!
9&.*;?!@,%#!->>'9%*(-11#!%*9!.5!'*!-!(-K'!(2+%(,%&?!
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ACT II: The Wine & Pretzel Tent Party
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ACT III: The Queen Is Crowned
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Now it’s your time to share 
your experience of the game 
with us. 
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Those Whose Time Is Up
New occupations, backgrounds and rituals.

More Monstrosities
Beasts of wing and beasts of whisper.

Thirty-Six Drives That Move You
Motivations born from desperation.

Shifting Sands
An incursion lost to time.



Those Whose Time Is Up
The following are new options for treasure-hunters for use with the 
Incursion Shifting Sands, or any other session of Trophy.

OCCUPATIONS

Guide (skilled in traveling, foraging, lore)

Merchant (skilled in convincing, appraisal, focus)

Shaman (skilled in spirits, animals, rituals)

Spy (skilled in silence, poison, impersonation)

BACKGROUNDS

Banished Dancer (skilled in grace)

Disgraced Preacher (skilled in lies)

Injured Sculptor (skilled in stone)

Unheeded Prophet (skilled in omens)

RITUALS

Dessicate (remove water from a person or animal)

Mirage (create an illusion)

Gale (conjure and guide a mighty wind)

Burrow (move through the ground)

Delay (push a person or animal slightly back in time)



Then, roll again and add the two dice for the general form the monstrosity takes:

crocodile

leopard

moose

2

3

4

tiger

ape

elephant (young )

5

6

7

bull

hippopotamus

horse

8

9

10

rhinoceros

chimera 
(combine 3)

11

12

Finally, roll again and add the two dice for its current behavior:

barreling through obstacles

whispering a character’s name

constantly teleporting

drooling blood

getting ready to pounce

crunching bones

2

3

4

digging grave-like holes

guarding enticing treasure

tainting a well

engaged in deadly combat

turning sand to glass

8

9

10

5

6

7

11

12

ancient

many-eyed

armored

group of

simmering

transparent

sand-made

marble

winged

burrowing

leaping

deformed

More Monstrosities

Your monstrosity might be a group of burrowing crocodiles turning sand to glass,  
or a many-eyed, winged bull whispering a character’s name. What it does next is 
up to you.

The terrible things that hunt treasure-hunters don’t have names. They are 
nightmares given form, however incomprehensible that form might be. Rather 
than trying to name them, describe them in exquisite detail.

Below is a system you can use for generating monstrous descriptions.

First, roll a dark and light die to select two adjectives for the monstrosity:



Thirty-Six Drives
That Move You

Hire a rescue team to retrieve your son from the Endless Canyon

Buy your membership in the Golden Order

Pay the toll of the Emerald Bridge

Break the siege on your sibling’s fortress

Find the last piece of the Centennial Puzzle

Bribe the seneschal into leaving you alone

Find the artifact that proves the king’s true nature

Earn the right to your family’s name

Buy the orphanage where you were mistreated

Give your betrothed the gift they crave

Commission a glorious statue of your deity

Have your mother’s name inscribed in the Azure Archives

Become part of the Swirling Court

Renovate your crumbling estate

Seize control of the Free Borough of Khamal

Acquire the Gleaming Cache before it’s too late

Destroy the works of Ajino, the Debauched Painter

Win the auction for Princess Ylliria’s weapon collection

There are a multitude of reasons for seeking treasure. Introduce a bit of chance 
by rolling a dark and light die to determine what drives your treasure-hunter.



Become the only patron of Ansem, the Wistful

Arm the resistance against Lord Haffir’s tyranny

Restore the lost glory of the Caliginous Grove

Hire 100 chanters to perform the ritual that will bring forth the Scion

Send your partner’s meddlesome child to the Concealed College

Pay the magus that can lift Garalum’s curse

Locate the jewel that haunts Eriol’s dreams

Finance an expedition into the Blossoming Sea

Acquire Dread Forel’s rebel fleet

Take Cyrus’ place at the Earthen Council

Pay your father’s debt to Bright-Teeth Assyrio

Buy the only potion that can stop Mistral’s death

Bribe the dean into expelling your insolent colleagues

Rebuild Hisham’s Fountain

Give your ailing sibling the care they need

Bribe the justiciars so they’ll erase your crimes

Bring freedom to Tirollis

Attend Countess Shima’s Forbidden Festival

36 DRIVES THAT MOVE YOU



Shifting Sands
INCURSION

They say a powerful civilization of untold riches once ruled over what is now an 
immense desert. Many believe an entrance to that people’s lost seat of power  
lies somewhere in the sand, open to whoever can find it. You have a map from 
an old, mad hermit who cried as you took it, talking of angry spirits that shape 
the wind and haunt the mind. Time to find out what lies buried in the desert—
and what will remain there after your journey is done.

THEME

Time

MOMENTS

 The whistling wind sounds like a familiar tune you’ve never heard
 A sandstorm rages briefly in the distance; dark shapes move within it, but 
nothing’s there when it subsides
 The ruins of a stone house are revealed by the shifting sand
 A large grove of old, petrified trees are, on closer inspection, an ancient 
creature’s fossilized ribcage
 The sun stops in its midday point for hours
 Every time you wake up from your fitful sleep, the stars are different
 A sandy wind scours your flesh and erases a scar
 As the wind passes through a circular rock formation, you hear the lament 
of a hundred different voices
 A very tall stone pillar stands mostly intact, with nothing around it
 A dead vulture drops from the sky; it’s already decomposing
 Many animal statues lie broken on the sand; there are bones mixed in with 
the pieces
 Shadows from birds pass over your heads, but the sky is empty when you 
look up
 In the distance, a snake egg hatches; the snake quickly grows into an adult, 
shedding skin after skin, and dies
 The sand feels crunchy; looking down, you realise you’ve been stepping on 
buried bones



CONDITIONS

 An alien, all-consuming sense of loss, like nostalgia for something you’ve 
never known
 Sudden bursts of personality that differ entirely from your own
 Difficulty remembering every other word
 A song gets stuck in your head, but you’ve never heard it and it keeps getting 
louder
 Every time you speak, you instinctively default to a foreign language that no 
one understands
 Your loyal dog (which you’ve never actually had) goes missing
 Senses are dulled
 Thoughts start sparking too fast; you jump from one to the other, barely 
processing any of them
 The skin gradually becomes spotted, wrinkly, and your hands become too 
smooth to get a grip
 A lethargy that seeps your will
 You see the world around you as it was a thousand years ago
 A deep hatred for every modern object
 Sudden flashes of the imminent future that are always proven wrong
 You briefly warp back in time to an earlier point in this journey
 Visions of yourself, from a parallel present

RING 1

terrors: The group is surprised by a decaying warrior carrying a spear as 
they cross a rocky plateau. This frail soldier has been patrolling the ruins for 
centuries. It immediately attacks the party with feeble strikes from its weath-
ered weapon, and won’t be reasoned with. It can be easily dispatched, turning 
into dust after taking a few blows. Its remains are blown and mixed into the 
sand.
temptations: The cracked armor and faded fabrics of the warrior indicate 
it was a palace guard. A couple of gems and a golden necklace can be pillaged 
from its remains.

INCURSION: SHIFTING SANDS



INCURSION: SHIFTING SANDS

RING 2

terrors: A sudden sandstorm whips up and engulfs the group. The sand scours 
the skin, clouds the vision, invades lungs and turns people around. Shadowy fig-
ures tug at the group, pulling them in different directions.
temptations: The group breaks out of the storm and find themselves mildly 
scattered, but in eyesight of each other. Two stone pillars mark what seems to 
be the start of an ancient pathway, mostly drowned in the sand. The peaks of 
buried pathstones show the way.

RING 3

terrors: The sun finally starts setting, and the temperature drops as the 
frosty night winds pierce the group’s bones. A circular, mostly collapsed struc-
ture provides shelter; solid, reasonably sandless ground to sleep on; and a hole 
that can be used as a fire pit. The walls are filled with an ancient mural that 
depicts scenes of life, love, aspiration and betrayal. The violent painted figures 
that are shown backstabbing each other can be eerily familiar to a susceptible 
mind.
temptations: The scenes in the mural bring back all sorts of memories, as 
each onlooker fills in the blanks in the lost history with their own experiences. 
They can also seem like foreboding predictions that depict their deepest fears. 
Ask them what they see and how they relate to the memory or the thought.

RING 4

terrors: The earth starts shaking and the shouting of a thousand angry voic-
es fills the air as a wraith-like army of the dead stomps the sand, rushing in the 
direction of the group with blood in their eyes and rage in their war cries. The 
dead army starts taking the shape of a crescent moon, forcing the group up a 
nearby hill. Arrows made of bone rain down ahead of the army, and every time 
they find their mark, a character loses a moment of their past. The arrows steal 
their history, which becomes etched along the shaft in a language they can’t 
read.



INCURSION: SHIFTING SANDS
temptations: On the top of the hill, the sand is blown away by a sudden 
wind to reveal the entrance. It’s little more than a hole in the ground, a pas-
sageway into impenetrable darkness, but a cool breeze blows from within, and 
a stone frame clearly indicates these are the ruins they were looking for. After 
a long drop, they find themselves on an underground crossroads. Three of the 
four paths are immersed in deep darkness, and a strong, cold wind blows out of 
them, extinguishing the torches of those who brave the dark. The fourth path 
is a walkway above a deep, dark pit. Huge metal pendulums, evenly spaced, 
swing steadily across the path. At the end there is a mural made of gold, de-
picting a large crowd kneeling below a ruler. Every single person in the mural 
is made of different gemstones. The ruler is a stunningly beautiful diamond 
impossibly shaped into a human outline.

RING 5

terrors: Dear people who the characters have lost start whispering from the 
shadows. Their whispers soon turn into moans and cries for help, beckoning 
the characters to kill their companions so the spirit can inhabit a body once 
more. The people in the mural also plead for help, begging to be removed from 
the wall. They remind the characters of all they could purchase if they took 
them out, all of the goals they could achieve. They also reveal a secret: if there 
is only one heart beating in the ruins, the pendulums would follow their pace, 
making the walk over an easy task.
temptations: Time and money. Whichever otherworldly plea the character 
decides to listen to, they can get something invaluable. Will they choose the 
return of a loved one, a second chance at a relationship they may have squan-
dered? Or will they choose precious gems and gold, enough to afford any wish 
their heart desires? All it takes is a little murder.



PLANTS
STRANGE

three dozen
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Dan Phipps, Keeper of the Ten Talons that Killed Terris’tla
Jason Pitre, Keeper of the Planar Pathways
Matthew Plank, Keeper of the Final, 
Cinnamon-Weakened Thought
Tun Kai Poh, Keeper of the Sacred Bees and the Honey of 
Salvation
Adrian Polegre, Keeper of the Temple of the Viridescent 
Wyrm
Leandro Pondoc, Keeper of Danelle Bleakwood’s 
Blood-Stained Candelabra
Moe Poplar, Keeper of Unlit Forges from the War of Excess
Kurt Potts, Keeper of the City that Never Was
Julien Pouard, Keeper of the Phantom Penitents
Michael Prescott, Keeper of the Serpent Coil Throne
Devin Preston, Keeper of the Vermillion Embers
Scott Puckett, Keeper of the Six Hands of the Child
Lu Quade, Keeper of the Cloak of Logan Stormbreaker
Mike Quintanilla, Keeper of the Spagyric Manifolds
Robert Quintero, Keeper of the Library of Eidoloss
Michael Raichelson, Keeper of the Maddening Rhymes
Catherine Ramen, Keeper of the Blood-Stained 
Carnations
Ary Ramsey, Keeper of the Museum of Grotesques
Sawyer Rankin, Keeper of the Inevitable Kiss of the Grave
Johannes  Rasmussen, Keeper of the Nine-Fold Edge
Vance E Rawson, Keeper of the Titan’s Heart
Frank Reding, Keeper of the Land that is Naught but Salt 
and Mysteries
Alun Rees, Keeper of the Unlit Effigy
Gerrit Reininghaus, Keeper of the Voice of the Silent 
Emperor



Peter Reitz, Keeper of the Child Who Neighs and Her Sack 
of Dreaming Crickets
Jose Reta, Keeper of the Baron's Hidden Succor
David Rezak, Keeper of the Three-Headed Coin
Sam  Richardson, Keeper of the Inscrutable Circle
Gina Ricker, Keeper of the Princess Whose Mouth is Filled 
with Bone and Blood
Ferrell Riley, Keeper of the Rodent's Wisdom
Tyler Rithmiller, Keeper of the Nine Protocols
David Rivas, Keeper of the Jale Dream
Maria Rivera, Keeper of the Crystal Shards
Mike Riverso, Keeper of the Untouched Hoard
Paul Rivers, Keeper of the Sandstone Mysteries
Robbie, Keeper of the Feast of Fallen Stones
John Roberts, Keeper of the Sword of St. Murienne
James Robertson, Keeper of the Undying Voice
Richard Rogers, Keeper of the Fathomless Well
John Rogers, Keeper of the Leveraged Library
Philip Rogers, Keeper of the Manifest of the Ship of the 
Damned
Clarity Rose, Keeper of the Torment Gardens
Gerald Rose Jr, Keeper of the Mortician’s Tesseract Heart
Jesse Ross, Keeper of the Broken Forge
Dylan Ross, the First Keeper
Darold Ross, Keeper of the Highest Ideals of the Bearded 
Sages of Tiger Mountain
David Rothfeder, Keeper of the Hull of the Void Hatred
RPG Kitchen, Keeper of the Plentiful Cauldron
Richard Ruane, Keeper of the Sacred Malignance
Bruce Rusk, Keeper of the Beast Crown of Old Queen 
Rhianne
Russell, Keeper of the Smoking Mirrors
Robert Ruthven, Keeper of the Hidden Moors
James  Ryan, Keeper of the White Kettle Estuary
Blake Ryan, Keeper of the Words of Dissolution and 
Wonder
Blake Ryan, Keeper of Those Who Feel the Harrowing 
Eternity
Ali Ryder, Keeper of the Blood Archive
Scot Ryder, Keeper of the Brimstone Covenant
Ramanan S, Keeper of the Book of Old Supplications and 
Rites
Mark Sable, Keeper of the Eight Deaths of Gruta de 
Juxtlahuaca
SageZero, Keeper of the Meat Orchards
Marco Antonio Salazar Matamoros, Keeper of the 
Twilight Hunting Grounds
Marius Salsbury, Keeper of the Milk of the Serpent Queen
Greg Sanders, Keeper of the Fragrant Void
CJ Sands, Keeper of the Womb of a Thousand Sorrows
Chad Sansing, Keeper of the Constellation of Flame and 
Wine and Folly
João Felipe Santos, Keeper of the Order of the Crimson 
Knife
Alexi Sargeant, Keeper of the Blue Masquerade
Samuel Sarjant, Keeper of the Devil’s Decoction 
Sasha, Keeper of the Mistletoe Arrows of St. Aryndion
Ray Sawyer, Keeper of the Oblique Atlas 

Ellen Saxon, Keeper of the Milk-White Putrescence
Mendel  Schmiedekamp, Keeper of Grandmother 
Bleakwood’s Recipe Box
Aniket Schneider, Keeper of Nine Rooks 
Noah Schoenholtz, Keeper of the Almadin Eye
Daniel Scholler, Keeper of the Promise of the Jaguar 
Prince
Ana-Lena Schubert, Keeper of the Child Who Eats Her 
Own Fingers
John Schuhr, Keeper of the Sanctuary of the Endless Void
John Schuhr, Keeper of the Mind-Eating Source Code of 
the Old Gearhulks
Martin  Schwartz, Keeper of the Yellow-Eyed Mask
Jeremy Scott, Keeper of the Brazier of Azad-Kan
Victor Segell, Keeper of the Crown of Good King Edwall
Eli Seitz, Keeper of the Ravenous Barrow
Sherman  Sheftall, Keeper of the Impaling Tower of Old 
King Allonde 
Rach  Shelkey, Keeper of the Tomb of the Winter Khan
Mike Shema, Keeper of the Endless Fermentation of the 
Abyssal Grains
Alexander Shendi, Keeper of the Umbral Seamstress
Dan Shimizu, Keeper of the Child Who is Wreathed in 
Flame
Siddharta, Keeper of the Archlich's Last Breath
Asher Silberman, Keeper of the Basalt Crown of Old King 
Abadon
Aslan Silva, Keeper of the Unknowable Words
Rustin  Simons, Keeper of the Buried Box Which Must 
Never Be Found
Fraser Simons, Keeper of the Neon Veil
Kyle Simons, Keeper of the Tome of Heroes
Samuel Slocum, Keeper of the House Without Doors
Matt Smith, Keeper of the Six Songs that Stain the Soul
Sean Smith, Keeper of the Stone Certificates
Scott Smith, Keeper of the Tenth Face of Kali
Anders Smith, Keeper of the Knight of Mourning Lillies
Adam Smith, Keeper of the Forest That Means No Harm 
At All
Oliver Smock, Keeper of the Blind Nightbird
smolghost, Keeper of the Canary Bridge and the Pact 
That Was Made There
Luiz Paulo Soares Ferraz, Keeper of the Violet Spectacle
Zak Soeria-Atmadja, Keeper of the Child Priest's Unholy 
Pestilence
Leonard Souza, Keeper of the Six-Legged Substance
Lonnie Spangler, Keeper of the Nine Temptations of Pest
Paul Spraget, Keeper of the Choir of Fallen Angels
Spenser Starke, Keeper of the Woodwitch's Wine Well
Enoch Starnes, Keeper of the Machine That Must Not 
Stop
Maciej Starzycki, Keeper of the Bone Reliquary
Stefan, Keeper of the Leporine Mausoleum
Lennart Steinke, Keeper of the Great Betrayal
Keith  Stetson, Keeper of the Woman Who Mutters the 
True Name of God
Noah Stevens, Keeper of the Gilded Hour



Erica Stevenson, Keeper of the Forty Funereal Rites
Steven Stewart, Keeper of the Rose Warden’s Garden
Vana Stillwater, Keeper of the Weightless Stone
Ryan Stimmel, Keeper of the Bronze Sea Tabernacle
Johannes Stock, Keeper of the Murk Pontiff ’s Geas
Slade Stolar, Keeper of the Crone’s Black Verse
Jeremy Strandberg, Keeper of the Central Stone
Paul Strawser, Keeper of Unclaimed Souls
Matt Stuart, Keeper of the Ulfire Door
Aaron Sturgill, Keeper of the Melody Glades
Dwayne Summerfield, Keeper of Azurix, the Blue Dust 
Planet
Christian Svalander, Keeper of the Hidden Vortex
Jason Swank, Keeper of the Paper Feast
James  Sweetland, Keeper of the Child Who Eats Her Own 
Fingers
Harrison Swift, Keeper of the Supreme Emperor's 
Anguish
Ben Swinden, Keeper of the Fell Cairn's Melancholy
Alexander T G, Keeper of the Deed to the Ten Hells
John Taber, Keeper of the Song that Longs to Die
Andrew Tapp, Keeper of the Cannibal King's Ancillary 
Carnassials
Michael Taylor, Keeper of the One Who Grinds Your Skin
Brennan Taylor, Keeper of the Shell of the Fifth World
Aaron Taylor, Keeper of the Final Syllable, Which Must Not 
Be Uttered
tech ghoul, Keeper of the Hyperspatial Quantum Fluids 
of Ygxag
Doyce Testerman, Keeper of the Tainted Chorale
Imani Thomas, Keeper of the Alabaster Heart of the 
Gnome King
Ron Thomas, Keeper of the Spectral Visions
Jex Thomas, Keeper of the Thousands of Worms in the 
Shape of a Man
Christopher Thompson, Keeper of the Library of Atlantis
Kyle  Thompson, Keeper of the Light of the Peerless Star
Owen Thompson, Keeper of the Soul-Grinding Stone
Jonathan Thompson, Keeper of the Translator's Second 
Tongue
Nathan Tinder, Keeper of the Violet Crown
To the Manticore, Keeper of The Yellow-Tattooed Whales
Ariana Tobias, Keeper of the Cat With Seven Eyes But No 
Soul
Jason Tocci, Keeper of the Thirteen Spears of Num-Hei
Eadwin Tomlinson, Keeper of the Silence Between 
Thunder and Lightning
Evan Torner, Keeper of the Great Serpent’s Golden 
Nimbus
Tina Trillitzch, Keeper of the Eight Phrases
Will Triumph, Keeper of Tolgath, Arm of the Emperor
Jason Tryon, Keeper of the Monkey's First Lie
Charlie Tsai, Keeper of the Corpse Cloak of the Storm 
Giant King
Sam Tung, Keeper of the Sensual Sword of St. Ortho the 
Languid
Mark  Tygart, Keeper of the Soul Mill

Mikael Tysver, Keeper of the Hymnal of St. Evelyn the 
White
Colin Urbina, Keeper of the Copper Skin of the Lightning 
Tree
Ivan  Vaghi, Keeper of the Eyes of Gormakir the Cruel
Mark Valente, Keeper of the Spyglass of the Serpent 
Starwatcher
Adam Vass, Keeper of the Roar of K’al Ha-Whalit, High 
Drake of M’huun
Phil Vecchione, Keeper of the Cryptic Manuscript
Joost Vervoort, Keeper of the Hollow Squire
Charlie Vick, Keeper of the Lists of Shame
RL Vieira, Keeper of the Iron Seals
Brian Vo, Keeper of the Seclusium of Loshe the Living
Sabine Voelkel, Keeper of the Hell Armada
Christian Vogt, Keeper of the Forest of the Moth Prince
Volsung, Keeper of the Invention of Murder
Shervyn von Hoerl, Keeper of the Titan’s Womb
Eric Vulgaris, Keeper of the Harridan’s Many-Hued Hex
Morgan Wajda-Levie, Keeper of the Hook Men of the Yian 
Pass
Chad Walker, Keeper of the Riddles of the Emperor of Rye
David Walker, Keeper of the Severed Hand of the Lonely 
Knight
Blair Wallace, Keeper of the Astral Willows
Sarah Walsh, Keeper of the Star Whale's Lament
Janie Walter, Keeper of the Stainless Vessel of St. Evelyn 
the White
Gerwyn Walters, Keeper of the Bleakwood Legacy
Robert Walther, Keeper of the Ministry of Embers
Jenny Wang, Keeper of Belle Ornith's Memory Jar
Steven Warble, Keeper of the Basin of Vile Ablutions
Lester Ward, Keeper of the Golden Knot
Noel Warford, Keeper of the Tortoise Who Mends the 
Heavens
watergoesred, Keeper of the Rose Maiden's Labyrinth
Steven Watkins, Keeper of the Three Wicked Kings
Mark Watson, Keeper of the Tales of the Forgetful Prince
Daniel Way, Keeper of the Orphan's Kiss
Joe Webb, Keeper of the Lost Archives of Lahaug
Phillip Wessels, Keeper of the Dun Putrescence 
Daniel Westheide, Keeper of the Ninth God’s Dream
Matt Wetherbee, Keeper of Palowma’s Candied Delights
Devin White, Keeper of the Venom of Lursiss
Allen White, Keeper of the Puppet That Whispers Truth 
When You Sleep
Whitt, Keeper of the Ninety-Nine Laws of the Sleeping 
Giant
Mark Wiand, Keeper of the Enshrined Stone Bezoar
Markus Widmer, Keeper of the Neon Demon
Christopher Wiegand, Keeper of the Head of Nerva 
Atellus
Will, Keeper of the Thousand Year Cocoon 
River Williamson, Keeper of the Blazing Sigil
Isa Wills, Keeper of the Feathers of Regret
Ryan Windeknecht, Keeper of the Pain Manifesto
James Winterbottom, Keeper of the Mellifluous Flatteries



Slawomir Wojcik, Keeper of the Sigils of the Six Black Heralds
Christopher Wolf, Keeper of the Flocculent Cathedral
Jacob Wood, Keeper of the Protoplasmic Pit of New Life
J.D. Woodell, Keeper of the Hymnal of St. Aasu the Butcher
Jon Xuereb, Keeper of the Star Bears of Kazarak
Samuel E.H. Yeager, Keeper of the Seed-Sacks of Jonjon Applecore
Yimbo, Keeper of the Last Wish of the Grackle Queen
Jason Yoakam, Keeper of the Child Who Sings the Final Song
Ömer Aybars Yurdun, Keeper of the Prisoner Beneath the Mountain
Joe Zantek, Keeper of the Susurrations of the Fell Court of the Cobalt King
Pearl Zare, Keeper of the Lost Teeth of Skive Coldheart
Sam Zeitlin, Keeper of the Grief Engine
Seth Zeren, Keeper of the Thousand-Blade-Pierced Corpse
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